
This is a digital copy of a book that was preserved for generations on library shelves before it was carefully scanned by Google as part of a project 
to make the world's books discoverable online. 

It has survived long enough for the copyright to expire and the book to enter the public domain. A public domain book is one that was never subject 
to copyright or whose legal copyright term has expired. Whether a book is in the public domain may vary country to country. Public domain books 
are our gateways to the past, representing a wealth of history, culture and knowledge that's often difficult to discover. 

Marks, notations and other marginalia present in the original volume will appear in this file - a reminder of this book's long journey from the 
publisher to a library and finally to you. 

Usage guidelines 

Google is proud to partner with libraries to digitize public domain materials and make them widely accessible. Public domain books belong to the 
public and we are merely their custodians. Nevertheless, this work is expensive, so in order to keep providing this resource, we have taken steps to 
prevent abuse by commercial parties, including placing technical restrictions on automated querying. 

We also ask that you: 

+ Make non-commercial use of the files We designed Google Book Search for use by individuals, and we request that you use these files for 
personal, non-commercial purposes. 

+ Refrain from automated querying Do not send automated queries of any sort to Google's system: If you are conducting research on machine 
translation, optical character recognition or other areas where access to a large amount of text is helpful, please contact us. We encourage the 
use of public domain materials for these purposes and may be able to help. 

+ Maintain attribution The Google "watermark" you see on each file is essential for informing people about this project and helping them find 
additional materials through Google Book Search. Please do not remove it. 

+ Keep it legal Whatever your use, remember that you are responsible for ensuring that what you are doing is legal. Do not assume that just 
because we believe a book is in the public domain for users in the United States, that the work is also in the public domain for users in other 
countries. Whether a book is still in copyright varies from country to country, and we can't offer guidance on whether any specific use of 
any specific book is allowed. Please do not assume that a book's appearance in Google Book Search means it can be used in any manner 
anywhere in the world. Copyright infringement liability can be quite severe. 

About Google Book Search 

Google's mission is to organize the world's information and to make it universally accessible and useful. Google Book Search helps readers 
discover the world's books while helping authors and publishers reach new audiences. You can search through the full text of this book on the web 



at |http : //books . google . com/ 




tj 



THE FRANK J. MARSHALL 

Collection of Chess Books 

presented to 

The New York Public Ltbrary 

Br GusTAvus A, Pfeiffer 

1932 



A NEW- 
TREATISE 

ON THE 

GAME OF CHESS, 

®n a plan of VvoattMi^t Improvement 

HITHERTO UN ATTEMPTED ; 

Contmnifig a very connderable Number of 

9Bi$n$tal ilnle0, iSTpUnation^, Note» anH ts^ample^: 

7 he object of theaf Ruke, i^e* is to enable unpractised Players to avoid 

crowded Games, to bring their Pieces into action speedily and properly^ 

to become well acqttainted with the Board, and gradually to com^ 

prebend and oyercome the Difficnlties of this 

SCIENTIFJCK GAME: 

AMD 

Examples of intricate Combination^ illustrated by Games and Positions, 

teaching both Attack and Defence ; and adapted to the higher 

Classes of Players : 

CONCLUDING WITH 

AteUeUm <f mnpwUUhed Garnet, cM^ GAMBITS s analsfied wtth great caret and 
Imetmdimg mansf remarkoNe HtiuU£on$t equally/ UutrwMve and iniereeHng. 

Bv J. H. s!JfjlRATT, 

And AMtkor of several Pvblicalioiu on (Ait Oame. 



VOL. II. 



SECOND EDITION 



** Nob ghioear maifirettoloso,'* 

** Prima dl esegnire un buan tntto, cerd-uue ad i iVllor*<.'* 

^ .4nontmehi^deneiem 



LONDON: 

PXINTBD fOK B. r. MOORB, STORB STREET, BEDrOKD SQUARE. 



1828 



THE NEW YORK. ' 
PUBLIC LIBRARY 

639869 A 

ASTOH, LENOX AND 

TILDEN FOUNDATIONS 
R 1938 L 



• • : •• 



Hf 



TREATISE 



ON THB 



^i9^m^ ^^ e# IS ft ft. 



drtrsit; &wim. 



W. K. P. two squares ; 
JB. The same. 

2. 
»r. K. Kt. to K. B. third square ; 
B. Q. Rt. to Q. B. third square. 

3. 
W. K. B. to Q. B. fourth square ; 
JB. The same. 

4. 

W'. Q. B. V. one square ; 

B. K. Kt. to K. B. third, square. 
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5. 

W. K. Kt. to adverssny's K. Kt. fourth sq, 
JS. K. castles. 

6. 

W. K. B. P. two squares ; 
. B. K, P. takes P. 

The Black loees ibe fame by ^hi move; 
he should have playeil the Q. P. two 
squares. 

7. 

W. Q. P. two squares ; 

J5. K. B. to Q. Kt. third square. 

W. Q. BtakesK. P. 
IB. K. R. P. one square. 

0. 
W. K. castles ; 
B. K. R. P. takeei K. Kt. 

10. 

W. Q. B. takes K, R. P, 
S. Q. P. one square. 

11. 

W. Q. B. takes K. Kt. 
B. K. Kt P. takes Q, B. 
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12. 

W. . Q. to adrersary's K, R. fourth square ; 
jB. K* to his Kt. second square, (a) 

13. 

W. K. R. to K. ^5. fourth square ; 
J?, Loses the game m a few nkoves. 



VARIATION OF THIS GAME, 

BEGINNING AT tHE TENTH MOVE OP THE BLACK. 

1, 

W. K. P. two squares ; 
B. The same. 

a. 

W. K.Kt to K.B, third square; 
B. Q. Kt to Q. B. third square. 

3. 

W, K, B. to Q, B. fourth square ; 
JP. The same, 

4. 
W, Q. B. P, one square ; 
B, K. Kt. to K, B. third square, 

(a) If, instead of this mot^^ the B, had played Kt. to 
K, second sqiiare, jou diDuld take the K. Kt P. with the 
R. winning the game ia a few moves. 

£ 2 
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5. 

W. K. Kt. to adTersary's K. Kt. fourth sq. 
jB. K. castles. 

6. 

W. K. B. P. two squalls \ 
B. R. P. takes V. 

7. 
W. Q. P. two squares ; 
B. K. B. to Q. Kt. third square. 

W. Q. B, takes K. P. 
B. K. R. P. one square. 

9. 
W. K. castles; 
B. K. R. P. takes K. Kt. 

10. 

W. Q. B. takes K. R. P. 
B. Q. to K. square. 

11. 

W. Q. B. takes K. Kt. 
B. Q. takes K. P. 

12. 

W. K. B. to Q. third square ; 
B. Q. to her fourth square. 
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13, 

W. Q. to K. Kt. fourth square ; 
jR K. Kt. P. one square. 

14. 

W. K. B. takes K. Kt. P. 
B. Kt. to K. second square. 

15. 
W. Check-mates m two moves. 



SECOND VARIATION OF THIS GAME, 

BEGINNING AT THE NINTH MOVE OF THE BLACK. 

1. 

W. K. P. two squares ; 
J3. The same. 

2. 
W. K. Kt. to K. B, third square ; 
jB. Q, Kt. to Q. B. third square. 

3. 
W. K. B. to Q. B. fourth square ; 
B. The same. 

4. 

W. Q. B. P. one square ; 
J3. K. Kt. to K. B. third square. 

b3 
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FT. K. Kt. to adverattry's K. Kt. fotrlb sq. 
£. ja. castles. 

6. 

IT. K. B. P. two aqaares; 
B. K. P. takes P. 

7. 

W. Q. P. two squares ; 

JS. K. B. to Q. Kt. third square. 

8. 
W. Q. B. takes K. P. 
B. K. R. P, one square ; 

9. 
W. K castles ; 
B. Q. Kt. to Q. R. fourth square. 

10. 

W. K. Kt. takes K. B. P. 
B. K. R. takes K. Kt. 

11. 
W. K. B. takes R. It. and checks ; 
B. K. takes K. B. 

13. 

W. K. P. one square ; 
B. K. Kt. P. two squares. 
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IS. 

B. K. Kt P. takes Q. B. 

14. 
W. Q. to adversajpy'd I^* R. {oK&k square, 
and checks. 
White has decidedly the best game. 



THIRD VARIATION OF THIS GAME, 

BEGINNINO AT TRfi 9IXTH MCHTS OP THB BLACK. 

1. 

W. K. P. two squares; 
B. The same. 

2. 

TT. K. Kt. to K. B. third square ; 
B. Q. Kt. to Q. B. third square. 

3. 
W. K. B. to Q. B. fourth square; 
B. The same. 

4. 

W. Q. B. P. one square ; 
B. K. Kt. to K. B. third square. 

b4 
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6. 

W. K. Kt. to adrersary's K. Kt. fourth sq. 
B. K. castles 

W. K. B. P. two squares ; 
B. K. R. P. one square, (a) 

7. 

W. K. Kt. takes K. B. P. 
B. K. R. takes K. Kt. 

8, 

W. K. B. takes K. R. and checks ; 
B. K. takes K.B. * 

9. 
W. K. B. P. takes K. P. 
JB. K. Kt. to K. R. second square, 

10. 
W. Q. P. two squares ; 

White has the best of the game. 

(a) Tlu» is a bad move : he sboiild play Q. F. two sqs. 
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1. 

Wl K. P. two squares ; 
B. The same. 

fF". K, Kt. to K. B. third square ; 
B. Q. Kt. to Q. B. thu'd square. 

3. 

W. K. B. to Q. B. fourth square ; 
JB. The same^ 

W. Q. B. P. one square ; 

B. K. Kt. to K, B. third square. 

5. 

W. Q. P. two squares ; 
B. ' P. takes P. 

6. 

W. P. takes P. 

B. K. B. to Q. Kt. third square. 

The Black loses the game by this moTe ; he 
ought to haye checked with the Bishop. 
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W. K. Kt to adversary's K. Kt. fourth sq. 

JB. K. castles 

• 

W. K. B. P. two squares ; 
IS. K. R. P. one square, (a) 

7. 

W. K. Kt. takes K. B. P. 
B. K. R. takes K. Kt. 

8, 

W. K. B. takes K. R. and checks ; 
B. K. takes K.B. 

W. K. B. P. takes K. P. 

B. K. Kt. to K. R. second square, 

10, 

W. Q. P. two squares ; 

White has the best of the game. 

(o) 11u» is a bad move : he slionld play Q. F. tvo sqs. 
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W. K. P. two squares ; 
B. The same. 

2. 

fF". K, Kt. to K. B. third square ; 
B. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
JB. The same. 

4. 

W. Q. B. P. one square ; 

B. K. Kt. to K« B. third square. 

5. 

W. Q. P. two squares ; 
B. ' P. takes P. 

6. 

W. P. takes P. 

B. K. B. to Q. Kt. third square. 

The Black loses the game by this moTe ; he 
ought to haye checked with the Bishop. 
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7. 

W. K. P. one square ; 

J?. K. Kt* to adversary's K. fourth square. 

8. 
W. K. B. to adversary's Q. fourth square ; 
J?. K. B, P. two squares. 

9. 
W. K. B. takes K. Kt 
JB. K. B. P. takes K. B. 

10. 
W. Q. B. to adversary's K. Kt. fourth sq. 
J?. Q. Kt. to Q. second square. 

11. 
W. K. Kt. to K. R. fourth square ; 
JB. K. Kt. P. one square. 

12. 
W. K. Kt. to adversary's K. B. fourth sq. 
B. K. Kt. P. takes K. Kt. 

IS. 

W. Q. to adversary's K. R. fourth square, 

and checks ; 
B. K. to his B. square. 

14. 

W. Q. B^ to adversftry's K. R. third square, 

and fihecks ; 
B. K. to bis Kt. square. 
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W. Q. to adversary's K, Kt fScmrtb aquare, 

and checks; 
jB. K. to his B* second square* 

16. 

W. Q. to adversary's K. B. third sq. cheeks, 
and will check-mate in three moves. 



FIRST VARIATION OF THIS SAMP, 

BEGINNING AY the SEVENTH MOVE OF THE SlACK. 



W. K. P. two squares ; 
B. The same. 

2. 

W. K. Kt to K. B. third square; 
B. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth fiquare; 
B. The same. 

4. 

W. Q. B. P. one square ; 

B. K. Kt to K. B. third square. 
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&. 

W. Q. P. two squares ; 
W. P. takes P. 

6. 
W. P. takes P. 
B. K. B. to Q. Kt third square. 

7. 
W. K. P. one square ; 
B. K, Kt. to itfif square. 

8. 
W, Q. P. one square ; 

B, Q. Kt. to K. second square. 

Should Black play Q. Kt. to Q. R. fourth 
square. White must play K. B. totj* 
third, and afterward advance Q. Kt^ 
P. two squares. 

9. 
W. Q. P. one square ; 
B. Q. B. P. takes P. 

10. 
W. p. takes P. 
B. Q. Kt. to^K. B. fourth square. 

11- 

W. K. Kt. P. two squares ; 

B. Q. Kt to K. R third square. 
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12. 

W. K. Kt. P. one square^^ 
JB. Q. Kt. any where. 

13. 

W. Q. to adversary's Q. fourth square ; 

White has considerably the best of Ihe 
game. 



SECOND VARIATION OF THIS GAMK 

BEGINNING AT THE SEVENTH MOVE OF THE BLACK. 

1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. Kt. to K, B. third square ; 
B. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
B. The same. 

4. 

W. Q. B. P. one square ; 

B. K. Kt. to K. B. third square. 
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W. Q, P^.two sqaara; 
B. P. takes P, 

6. 

W. P. takM P- 

JB. K. B« to Q. Kt. third square. 

7- 

W. K. P. one square ; 

J5. Q. P. two squares. 

If the Black check with the K. B. on Q, R. 
fourth square, White must not inter-* 
pOBe a Piece, but should move King 
to his B. square. 



w. 

B. 


8. 
P. takes K. Kt. 
P. takes K. B, ' 


W. 
B. 


9. 

Q. P. one square ; 
Q. Kt. to its square. 




10. 


B. 


Q. to K. second square, vmA checks ; 
K. to his B. square. 


B. 


11. 
K. castles ; 
Q. take* K. P. 
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12. 

W. Q. B. to od^wstey'^ K. Kt iditrth 6q. 
J5. Q. to her third square. 

18. 
W. K. R. to K. square. 
B. Q. to her si^oond i^qutre, . . 

14. 

W. K, Kt. to adversary'B K. fourth square; 
J3. Q. to her third square. 

W. 

W. K. Kt. to advei'sary's K. Kt. third square, 

and checks ; 
B. Q. or P. takes Kt 

16. 

W. * Q. to adversary's K. Bf|uare> ^d check- 
mates. 



SUPPLEMENT TO THE SECONJ) tAMATIQS. 

ON THE ELEVENTH HOVE OF THE BLACK. 
1. 

W. K. P. two square$ ; 
B. The same. 

W. K. I^t. to K. B. tibild fiq«wre ; 
B. Q. Kt. to Q. B. third fiquair^. 
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3. 

W. K. B. to. Q. B. fourth square \ 
B. The saiqe. 

.4. 

W. Q. B. P. one square; 

B. K. Kt to K. B. third square. 

.5. 

W. Q. P. two squares ; 
B. K. P. takes P. 

6. 

IT. Q. B.P.takesP. 

B. K. B. to Q. Kt. third square. 

7. 

W. K. P. one square ; 
B. Q. P. two squares. 

8. 
W. K. P.tikesKt. 
B. Q. P. takes K. B. ' 

9. 

W. Q. P. one square ; 

B. Q. Kt, to its square. - 

10. 
W. Q. to K. second square, and checks; 
B. K. to his B. square. 
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11. 

W. K. castles; 

B. K. Kt. P. takes P. 

12. 

W. Q. B. to adversary's K. R. third squiare, 

and checks ; 
J3. K. to his Kt. square. 

13. 

^ W. K. R. to K. square ; 
JB. Q. B. to Q. second squaire. 

14. 

W. K. Kt. to K. R. foiMh square ; 

White will win the game^ in a f(^w moves. 
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1. 

W. K. P. two squares ; 
JP. The same, 

W. K. Kt. to K. B. third square ; 
JS. Q. Kt. to Q, B. third square, 

3, 
W. K. B. to Q. B. fourth square ; 
B. The^aHM,^ 

4. 
W. Q. Kt, to Q. B. third square ; 
JS. K. Kt. to K. B, third square, 

5, 
W. K, castles ; 
B. K. Kt. to adversary's K, Kt. fourth sq, 

6, 
W. K. to his R. square ; 
B, K. Kt. takes K. B. P. and checks ; 
The Black loses the game by this move ; 
he ought to have castled, — Had Black 
taken K. B. P. with the K. B. instead 
of K. Kt. by playing K. R. P. one 
square, White would win a Pi^cefc 



THE GAliE OF CBESS, W 



jr. 

B. 


7. 

K. R. takes K. Kf. 
K. B. takes K. B. 


w. 

B. 


8. 

Q. ta K. B. squdre^ 

K. B. to Q. B. fourth sqjowe.* 



W. K. B. takes K. B. P. and checks ; 
jB. K. to his B. square. 

If, instead of this^ move, Black were to 
take the K. B. White would check-^ 
mate in four moves, 

m 

W. Q. p. two squares ; 

jB. K. B. to K, second square-t 

11. 
W. Q, P. takes K. P. 
3. Q. P. one square. 

VL 
W. K. B. to adversary's K, R. fourth sq, 
J3. K. to his Kt square. 

13. 
W. Q. to her B. fourth square, and cheeks ; 
J5. Q. P. one square. 

* We g^te two variations on tiUs move, 
t The tiiird variation k on diis move. 
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14. 

W. Q. Kt takes Q. P. 

jB. Q. B, to K. third square, 

15. 

W. Q. Kt. to adversary's K. B. third square, 

and checks; 
J?. K. to his B. square. 

16. 

W. Q. takes Q. B. 

jB. Q. to adversary's Q. square, and checks. 

17. 

W. K. Kt. to its square ; 
JB. Q. Kt. to Q. square. 

18. 

W. Q. to adversary's K. Kt. square, and 

checks ; 
JB. K. R. takes Q. 

19. 
W. Q. Kt. takes K. R. P. and check-mates. 



FIRST VARIATION OF THIS GAME, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 
1. 

W. K. P. two squares ; 
B. The same. 
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2. 

W. K. Kt. to K. B. third square ; 
. B. Q. Kt. to Q. B. third square. 

3. 

W^ K. B. to Q. B. fourth square ; 
B. The same. 

W. Q. Kt, to Q. B. third square; 
B. K. Kt. to K. B. third square. 

5. 

W. K. castles ; 

B. K. Kt. to adversary's K. Kt. fourth sq. 

W. K. to his R. square ; 

B. K. kt. takes K. B. P. and checks. 

7. 

W. K. R. takes K. Kt. 
B. k. B. takes K. R. 

8. 

W. Q. to K. B. square ; 

B. K. B. to adversary's K. R. fourth square. 

9. 
W. K. B; takes K. B. P. and checks; 
B. K. to his B. square. 

c3 . 
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10. 

W. K. Kt. takes K. B. 
B. Q. takes K. Kt 

W. Q. Kt to adva^sary's Q. fourth sq. (a) 
jB. Q. Kt* to Q. square. 

12. 

W. K. B. to adrei^ary's K. Kt. third square, 

and checks with the Queen. 
jB. K. to his Kt. square, 

13. 

W. K>. Kt. P. one square ; 
jB. Q. to K. Kt. fourth square. 

14. 
W. Q. P. one square ; 

J5. Must lose the Queen, and consequently 
the game ; for, if he takes the K. B. 
White will check-ms!.te by playing Q. 
Kt. to adversary's K. second square. 

(a) It is very essential to make tliis move prior to play- 
ing the K. B. and checking by discovery with the Qaeen ; 
the Kt. now prevents the Black from interposing his ^. at 
K. B. third, or adversary's K. B. fourth square, at the 
same time it prevents the Black playing his K. to his se^ 
cond square. 
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SECOND VARIATION OF THIS GAME, 

BEGINNING AT THE EIGHTH MOVE OF THE BLACK. 

I. 

B. The same. 

W. K. Kt. to K. B. third wquiune V 
B. Q. Kt. to Q. B. third sqpiare. 

8. 
W. K. B. to Q* B. fowTth square. 
B. The same. 

4. 
W. Q. Kt. to Q.B. third square; ' 
B. K. Kt. to K. B. third fequare. 

,5. 

W, K. castles ; 

B. K. Kt. to adversary's K. Kt. fourth sq. 

6. 

W. K. to his R. square ; 

B. K. Kt. takes K. B. P. and checks. 

7. 
W. K. R. takes K. Kt. 
B. K. B. takes K. R. 

c4 
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8. 

W. Q. to K. B. square ; 

S. K. B. to Q. Kt. third square. 

9. 

W. K. B. takes K. B. P. md checks ; . 
S. K. to his B. square. 

10. 

W. Q. p. two squares ; 
jB. Q. p. one sqtiare. 

11. 

W. Q. B. to adversary's, K. Kt. fourth sq^ 
JB. Q. to her second square. 

12. 

W. K. Kt. takes K. P. 
B. Q, P. takes K. Kt. 

13. 

W. K. B. to adversary's K. third square, 

checking with the Queen ; 
jB. K. to his own square, 

14. 

W. K. B. takes Q. and checks ; 
B. Q. B. takes the B. 

Black must lose the game. 
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THIRD VARIATION OF THIS GAME, 

BBGINNINO AT THS TBNTH MOVE OF THE BLACK, 

1- 

W. K. P. two squares ; 
S. The same. 

2. 

W. K. Kt. to K. B. third square ; 
JB. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
jB. The same. 

4. 

W. Q. Kt. to Q. B. third square; 
JB. K. Kt. to K. B. third square. 

.5. 

tV. K. castles ; 

B. K. Kt. to adversary's K. Kt. fourth sq. 

6. 

W. K. to his R. square ; 

B. K. Kt takes K. B. P. and checks. 

7. 

W. K. R. tak€s K. Kt. 
B. K. B. takes K. R. 
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a 

W. Q. to K. B. square ; 

JB. K. B* to Q. B. fourth square* 

W. K. B. takes K. B. P. and checks; 
jB. K. to his B. square. 

10. 

W. Q. P. two squares ; 
B. K. P. takes Q. P. 

11. 

W. Q. B. to adversary's K. Kt. fotHrth sq. 
JB. K. B. to K. second square. 

12. 

W. Q. Kt to adTeTsary'n Q« fourth gquare ; 
B. K. B. to its third square. — or (u) 

13. 
W. Q. Kt. takes K. B. 
B. K. Kt. P. takes Q. Kt. 

14. 

W. K. Kt. to adversary's K. fourdi square ; 
B. Q. Kt. takes K. Kt. 

If^ instead of this move, the Black take 
Q. B. White will check-mate in five 
moves with the Q. R. Pawn. 
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15. 

W. Q. B. takes P. at adversary's K. B. third 

square ; 
B. Q. takes Q B. 

16. 
W. Q. takes Q. 
B. Q. Kt. takes K. B. 

17. 

W. Q. R. to K. B. square,, and Wffite will 
check-mate in five moves. 

OR (a) 

12. 

W. Q. Kt. to adversary's Q. fourth square; 
B. K. B. takes Q. B. 

13. 
W. K. Kt. takes K. B. 
B. Q. takes K. Kt. 

14. 

W. K. B. to adversary's K. R. fourth square, 
checking with the Queen ; 
Black must lose the Queen and the game. 
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iffonxtb iSiwm. 



B. K. P. two squares ; 
W. The same. 

2. 
B. K. Kt. to K. B. third square ; 
W. Q. Kt. to Q. B. third square. 

3. 
B. K. B. to Q. B. fourth square ; 
W. The [same. 

4. 
B. K. castles; ' 
W. K. Kt. to K. B. third square. 

5. 
B. K. R. to K. square ; 
W. K. castles. 

6. 
B. K. Kt. to adversary's K. Kt. fourth sq. 
W. K. to K. R. square. 

7. 
B. K. Kt. takes K. B. P. and checks ; 
W. K. R. takes K. Kt. 
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B. K. B. takes K. R. 
W. Q, to K. B, square. 

9. 

B. K. B. to Q. B. fourth square ; 
W. K. B. takes K. B. P. and checks. 

10. 

B. K. takes K. B. 

W. K. Kt. to adversary's K. Kt. fourth sq. 
checks, and also with the Queen. 

11. 

B. K. to his Kt. square ; — or (a) 
W. Q. to adversary's K. B. second square, 
and checks. 

12. 

B. K. to his R. square ; 
W. Q. to adversary's K. R. fourth square, 
and White will easily win the game. 

OR (a) 

11. 

JB, K. to his Kt. third square ; 
W. Q. to adversary's K. B. fourth square, 
and checks. 
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12. 

jB. K. to his R. fourth square; 

W. K. Kt. P. two squares, and checks. 

13. 

£. K. to adversary's K. R. fourth square ; 
W. K. Kt to K. B. third and checks. 

14. 
S. K. to adversary's K. R. third square ; 
W. SL Kt. P. one square, and check-mates 
with the Queen. 
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1. 

W. K. p. two squares ; 
S. The same, 

3. 

W. K. Ktto K. B, third square; . 
J^. Q. to K. B. third siquare. 

W. . K. B. to Q. B. fourth square ; 
JB. Q. to K. Kt third square. 

4. 
W. K. castles; 
B. Q. takes K. P. 

The Black loses the game by this move.. 

5. 
W. K. B. takes K. B. P. and checks ; 
S. K, to his second square. 

6. 
W. K. R. to K. square ; 
J9. Q. to adversary's K. B. fourth square. 

7. 
W. K. R. takes K. P. and checks ; 
ff. K. takes K. B. 
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8. 

W. Q. P. two squares ; 

B. Q. to K, B. third square. 

9. 

W. K. Kt. to adversary's K. Kt, fourth sq, 

and checks ; 
B. K. to his Kt. third square. 

,10. 

W. Q. to her third square^ and checks ; 
B. K. to K. R. fourth square. 

11. 

W. K. Kt. P. two squares^ and checks ; 
B. K. takes P. 

12. 

W. Q. to K. R, third square^ and check- 
mates. 
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Sbix^ iSumt^ 



W^ K.. P. two squares ; 
J5. The same. 

2. 

W. K. Kt* to K. B. third square ; 
49. i^. p. one square^ 

3, 
W. K. B. to Q. B. fourth square ; 
JB. Q. B. to adversairy's K. Kt. fourth sq« 

W. K. castles ; 

jB. Q» B* p. one square. 

5. 

JF. K. R. to K. square ; 

J9^ K. Kt. to K. B. third square. 

6. 

W* Q. P. two squares ; 
B. K. P. takes Q. P. 

7. 

TV. K. P. one square ; 
B. Q. P. takes K» P. 

VOL, II. D 
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8. 

W. K. B. takes K. B. P. and checks ; 
S. K. to his second square. 

9. 

W. K. Kt. takes P. at adversary's K; fourth 

square ; 
B. Q.B. takes Q. 

10. 

W. K. Kt. takes Q. B. P. and checks with 

K. and R. 
B. K. takes K. B. 

11- 

W. K. Kt. takes Q. and checks ; 
B. K. to his Kt. third square. 

12. 
W. K. R. takes Q. B. 

White has a better game than his adversary. 
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Sbti^mi^ (Seattle. 





1. 

K. P. two squares ; 
The same. 




2. 


TV, 
B. 


K. Kt. to K. B. third square; 
Q. P. one square. 

3. 

K. B. to Q. B: fourth square; 
K. R. P. one square. 

i 


B. 


B. 


4. 

Q. B. P. one square. 

K. Kt to K. B. third square. 


W. 
B. 


5. 

Q. P. two squares ; 
K. P. takes Q. P. 



6. 

W. K. Kt. takes P. 
B. K. Kt. takes K. P. 

This is not a good mote ; he should play 
K. B. to K. second square, and t^en 
castle. 

d2 
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7. 

W. K. B. takes K. B* P. and checks ; 
B. K. takes K. B. 

8- 

W. Q. to adversary's K* R fourth square^ 

and checks ; 
B. K. to his second square. 

9- 
W. Q. to K. second square ; 
B. Q. P. one square. 

10. 

W. K. B. P. one square ; 

White recovers the Piece, and has a bet- 
ter position. 



VARIATION OF THIS GAME, 

BEGINNING AT THE THIRD MOTE OF THE BLACK. 
1. 

W. K. P. two squares ; 
B. The same. 

2. 
W. K. Kt. to K. B. third square ; 
B. Q. P. one square. 



THK OilME OF C1%£SS. 37 

3. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. to K. B. third square, 

B(ack h)ses, at least, a Fawn by this moYe. 

W. K. Kt. to adversary's K, Kt, fourth sq, 
S. Q, P. oniB square. 

Black may also play Q. B. to adrersary's 
K. Kt. fourth square. — ^see Variation 

(«) 

5. 
W. K. P. takes Q. P. 
B. K. Kt. takes K. P. 

6. 
W. Q. to K. B. third square ; 
:B. Q. takes K. Kt. 





7. 


w. 


K. B. takes K. Kt. 


B. 


Q. to K. B. third square. 


W. 


8. 
K. B. takes Q. Kt P. 


B. 


Q. takes Q. 



9. 

W, K. B. takes Q. 

B. Q. B. P. one square. 

White haa a better game than the Black. 

d3 
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VARIATION (a) 


w. 


4. 
K. Kt tQ adversary's K. Kt. fourth sq. 


B. 


Q. B. to adversary's K. Kt. fourth sq. 


W. 


5. 
k. B. takes K. B. P. and checks; 


B. 


K. to his second square. 


W. 


K. B. P. one squ^e; 


B. 


Q. B. to Q. second square. 


w. 


7, 
K. B. to Q. B. fourth square ; 


B. 


Q. B. to K. square. 

o 


w: 


o. 

K. Kt. to adversary's K. third square ; 


B. 


Q. to her second square ; 



W. K. Kt. takes K. B. 
White has the better gaqie. 
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isigi^ti^ ewm. 



1. 

W. K. P. two squares ; 
S. The same. 

2. 

W. K. Kt. to K. B. third square; 
JB. K, B. to Q. third square. 

31ack loses the game by this move; he 

ought to have played Q, Kt. to Q. B. 

third square, 

W. K. B. to Q. B. fourth square ; 
jB: K. Kt. to K. B. third square. 

4. 
W. Q. P. two squares ; 
jP. K. Kt.takesK-P. 

5. 

W. Q. P. takes K. P. 

B. K. B. to Q, B. fourth square; 

6. 
W. Q. to adversary's Q. fourth square ; 
JS. K. B. takes K. B. P. aud checj^s. 

P4 
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7. 

W. K. to his second square ; 
S. K. castles, 

W. Q. takes K. Kt. 

JB, Kt B, to Q. B. fourth square ; 

9. . ^ 

W, K. Kt- to adversary's K, Kt. fourth sq, 
J3, K. Kt. P» one square ; 

10. 

ff, K. R. to K. B, square ; 
JB. Q. to K^ second square. 

11- 
W. K. Kt. takes K. B. P. 
JB, K. to his Kt. second square. 

Black may also take the Kt, with the R, 
see Variation (fi) 

12. 

W. Q. B. to adversary's K. R, third square, 

and checks; 
]S. K. to his BLt. square, 

13, 

W. K. Kt. to adversafy's K. Kt. fourth sq, 

and checks with K. B, 
J?, Kf to his R, square. 
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14. 

W. R. takes R. and checks ; 
J?. Q. takes R. 

16. 
W. Q. B. takes Q. 
B. K. B. takes Q. B. 

16, 
W. Q. to adversary's Q- fourth square ; 
S. K. to his Kt. second square. 

17. 
W. Q. to adversary's K. Kt square, and 

checks; 
£. K. to his R. third square. 

18. 
W. K. Kt. to adversary's K. Kt second bq. 

and checks ; 
jB. K. to his R. fourth square ; 

19. 
FT. Q. takes K. B. P* and checks ; 
S. K. to adversary's K. Kt. fourth square. 

20 
W. Q. to K. R. third square, and checks ; 
B. K. to adveirtoiy's K. B. fourth square. 

21. 
W. Q. to K. B. third square^ and check* 
mates. 
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VARIATION (a), 

11. 
W. K. Kt. takes K. B. P. 
B. K. R. takes K. Ki 

12, 
W. K.R. takes R, 
S, Q. to her square. 

Should Black play Q. to K. square White 
may check-mate in three moves. 

13. 
W. Q. B. to adversary's K. R. third square ; 
S. K. to his R, square. 

14. 
W. Q. B. to adversary's K. Kt. second sq, 

and checks ; 
J?. K. to his Kt. square. 

15. 
W, K. R. takes Q. P. check-mating with K, 
B. 



SECOND VARIATION OF THIS GJUfE, 

BEGINNING AT THE FOURTH MOVE OF THE BLACK, 

1^ 

W, K. P. two squares ; 
B. The same. 
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2. 

W. K. Kt to K. B. third square ; 
Si K. B. to Q. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
J?. K, Kt. to K. B. third square. 

4. 

W. Q. P. two squares ; 

JS. Q. Kt. to Q. B. third square. 





6. 


w. 


Q. P. takes K. P. 


B, 


Q. Kt. takes Q. P. 


W\ 


K. Kt. takes Q. Kt 


B. 


K. B. takes K..Kt. 



W. K. B. P. two squares ; 

B. K. B. to Q. third square. 

If, instead of this move, Black were to 
take K. P. with K. Kt. White must 
play Q. to adversary's Q. fourth sq. 

8. 

W^ K. P. one square ; 

JB, Q. to K. second square. 
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W^ Q. to K. seceiid square^ and vnm either 
the Knight Of Bisl^« 



TBIRl^ VARIATION OF THIS GAME^ 

BEGINNING AT THK' FIFTH MOVE OF THE SECONII 
VARIATION. 

W. ' K. P. two squares ; 
JB. The same. 

a. 

W. K. Kt. to K. B. third square; 
B. K. B. to Q. third square. 

W. K. B. to Q. B. fourth square; 
B. It. Kt. to K. B. third square. 

4. 
W. Q. P. ttro squares ; 
B. Q. Kt to Q. B. third sqtiare. 

5. 

W. Q. P. takes K. P. 
B. K.B.takesP. 
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6. 

W. K. Kt. to adrersaiy^^ K« Kt. fourth sq; 
jK KL castles* 



JF. K. B, V. two squares ; 

B. K« £L to adversary's Q. fnurtli aqi^aie. 



IF*. K. P. one square ; 
jB. ,K. Kt. to K* square. 

a 

W. Q. to adversary's K. R. fourth square ; 
B. K. R. P. one square. 

W. K. Kt. takes K. B. p. 
B. K. R. takes K. Kt. 

If Black should play Q. to K« secoad 
White will check mate in two moves. 

n. 

W. Q. takes R. and checks ; 
B. K. to K. R. second aquve. 

12. 

W. K. B. to Q. third square, und chocks ; 
B. K, to his R square. 
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13. 

W* Q. to adversary's K, B« square, and 
che§k-mates. 



FOURTB VARtATlON OF TJOIS GAME, 

BEGINNING AT THE SIXTH MOVE OF THE THIRD 
VARIATION. 

1. 

W. K. P. two squares ; 
S^ The same. 

2. 

W. K. Kt. to K. B. third square. 
S. K. B. to Q. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
JS. K. Kt. to K. B. third square. 

4. 

W. Q. P. two squares ; 

B. Q. Kt. to Q. B. third square. 

5. 

W. Q. P. takes K. P. 
B. K, B. takes P. 
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6. 



w. 


K. Kt. to advereaa7's K. Kt. fourth sq. 


B. 


Q. P. two squares. 

aw 


W. 


7. 
K. B. takes Q. P. 


B. 


K. Kt. takes K. B. 


W. 


8. 
K. P. takes K. Kt 


B. 


Q. Kt. to adversary's Q. Kt. fourth sq. 


W. 


9. 
Q. B. P, two squares ; 


B. 


Q. B. P. one square. 




10. 


W. 


Q. R. P. one square ; 


B. 


Q. Kt. to Q. R. third square. 




11. 


W, 


K. Kt. takes K. B. P. 


B, 


Q. to K. second square. 


] 


[f Black take the K. Kt. White will check 




at adversary's K. R. fourth square, and 




then take the Bishop. 



12. 
W. K. Kt. takes K. B. 
B. Q. takes K. Kt. and checks. 
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W. Q. to K. second squ^e. 

White has decidedly the best of the gaime. 
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1- 

S. K. P. two squares; 
W. The same. 

B. K. Kt to K. B. third square ; 
W. Q. Kt to Q. B, third square. 

3. 

S. J&.. B. to Q. B. fourth square; 
W. The same. 

4. 

S. Q. B. P. one square ; 

JT. K. Kt. to K. B. third square. 



6. 



B. K. castles; 
W. The same. 



6. 

B. K. R. to K. square ; 
W. The same. 



B. Q. P. two squares ; 
W. P. takes P. 

VOL. U* 
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8. 
S. K. P. one square ; 
W, K. Kt. ^to adveiBary's K. Kt fourth sq. 

9. 
B. Q. B. P. takes P. 
W. Q. Kt. takes Q: P. 

10. 
B. K. Kt. takes Q. Kt. 
W. Q. to adversary's K. R. fourth square. 

11. 
B. K. Kt. to K. B. third square ; 
W. Q. takes K. a P. and checks. 

12. 

B. K. to his R. squftre ; 

W. Q. to adversary's K. Kt. sq. and checks ; 

' 13. 

B. R. or Kt. takes Q. 
W. K. Kt. to adversary's K. B. second sq. 
and check-mates. 



FIRST VARIATION OF THIS GAME, 

BBGIMNINO AT THE ELBTENTH MOVE OF THE BLACK 

1. 

B. K. P. two squares ; 
W. The same. 
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JB. K. Kt. to K. B. third square ; 
W. Q. Kt. to Q. B. third square. 

3. 

B. K. B. to Q. B. fourth square. 
JV. The same. 

4. 
-B- Q. B. P. one square ; 
W. K. Kt to ILB.fliird square; 

6. 

J3. K. castles ; 
W. The same. 

6. 

JB, K. ^. to K. square,; 
W. The same. 

7. 

S. Q. P. two squares; 
W. P. takes P. 

B. K. P. one square ; 

W. K. Kt. to adversary's K. Kt. fourth sq. 

V. 
B. Q. B. P. takes P. 
W. Q. Kt. takes Q. P. 

e2 
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10. 

B, K. Kt. takes Q. Kt 

W. Q. to adversary's K. R. fourth squsuw. 

11. 

JB. K. R. P. one square; 

W. Q. takes K. B. P. and checks. 

12. 

JB. K. to his tl. square ; 

7F. Q. to adversary's K. Kt. third square. 

13. 

B. K. R. P. takes K. Kt. 
FT. K.B. takes K..Kt. 

B. Q. B. to K. third square ; 
W. K. B. takes K. P. 

15. 

B. K. to his Kt. square ; 

fF. K. B. to adversary's Q. fourth square. 

16. 

B. K. B. takes K. B> P. and chedks ; 
W. K. to his R. square. 

17. 

B. K. B. takes K. R. 

FT. K B. takes Q. B. and checks ; 
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)B. K. R. takes K. B. 

W. Q. takes R. R. and checki^ ; 

1». 

B. K. to his R. square ; 
W. Q, takes ILB. 

White, having gained two Pawns with a 

better situation, will assuredly win the 

game. 



SECOND VARIATION OF THIS GAME, 

BBGINNINO AT THB SLEVBNTH MOVB OF TRB BLACK. 



B. K. P, two squares ; 
W. The same. 

2. 

B. K. Kt. to K. B. third square ; 
W. Q. Kt. to Q. B. third square. 

3. 

S. K. B. to Q« fi. fomlh square ; 
FF. Thes^me. 

E 3 
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B. Q. B. P. one square ; 

W. K. Kt. to R. B. third square. 

5. 

S. K. castles; 
W. The same. 

6. 

B. K. R. to K. square ; 
W. The same. 

7. 

5. Q. P. two squares ; 
FT. P. takes P. 

8. 
B. K. P. one square ; 
W. K. Kt. to adversary's K. Kt. fourth sq. 

9. 

B. Q. B. P. takes P. 
W. Q.Kt. takes Q. P. ' 

10. 

B. K. Kt. takes Q. Kt. 

W. Q. to adversary's K. R. fourth square. 

11. 

B. Q, B. to K. third square ; 
W. Q. takes K. R. P. and checks. 
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12. 


B. 
W. 


K. to his B. sqaam; 

Q. to adrersary's EL R. sqilare, and 
checks. 




13. 


B. 


JEL. to bns second ikquare ; 
Q. takes K. Kt P. 




14. 


B. 
W. 


K. R. to K. Kt. square ; 
K. Kt. takes Q. B. 




15. 


B. 
W, 


K. takes K. Kt. 

K. R. takes K. P. and checks. 



16. 

-B. K. to Q, third square ; 

Were he to move King to his B. fourth 
square. White would check-mate in 
three moves, 
W. Q. takes K. B, P. 

17. 

jB. K. Kt. to Q. B. second square ; 
W.' Q. P. two squares. 

18. 

JS. K. B. to adversary's Q. Kt. fourth sq. 
W. Q. B. to K. B. fourth, and checks. 

£4 



66 A TREATISE ON 

19. 

J?. K. to Q. B. third' square ; 
W. Q. B. takes K. Kt/ 

20. 

JB. Q, to her second square; 

If he were to take the Q. B. White would 
check-mate in two moves. 
W. Q. takes R. and will easily win. 



THIRD VARIATION OF THIS GAME, 

BBGINNINO AT THE NINTH MOVE OF THE BLAGK« 

1. 

B. K. P. two squares ; 
W. The same, 

2. 

JB. K. Kt. to K. B. third square ; 
W. Q. Kt to Q. B. third square, 

3. 

J?. K, B. to Q, B. fourth square ; 
W. The same. 

4, 
J5, Q. B. P, one square ; 
W, K. Kt. to K« B. third square, 
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5. 

JB. K. castles ; 
W. The same. 

6. 

jB. K. R. to K. square ; 
W; The same. 

7, 

JB. Q. P. two squares; 
W. P. takes P, 

8. 
^. R. P. one square ; 
W, K. Kt to adversary's K. Kt foiirtli sq. 

a 

3. Q. B. to adversary's K. Kt fourtb aq. 
W. K. Kt. takes K. B. P. 

10. 

B. Q. B. takes Q. 
W, K. Kt. takes.Q, 

n. 

B. K. R. takes K. Kt. 

W. P. takes Q. B. P. and checks with K. B. 

12. 

B, K, to his B. square ; 
W, P. takes Q. Kt. P. 
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J5. Q. Kt. to Q. second square ; 
W. P. takes Q. R. a,nd afterwards takii^ 0- 
B. with the R will easily win. 



POURTH VARIATION OF THIS GAME, 

BplGINNlNG AT THE TENTH MOVE OF THE T0UU» 
VARIATION. 

1. 

S. K. P. two squares ; 
W. The samie. 

2. 

B. K. Kt. to K. B. third square ; 

W. Q. Kt. to Q. B. third square ; , 

3. 

S. K. B. to Q. B. fourth square ; 
W. The same. 

4. 

JB. Q. B, P. one square; 

W. K. Kt. to K. B. third square. 

5. 

JB. K. castles ; 
W. The same^ 
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a 

B. K. R. to K, square ; 
W. The same. 

7. 

B. Q. P. two squares. 
W. P. takes P. 

8. 

B. K. P. one square ; 

W. Kw Kt. to adversary's K. Kt. forarth s^. 

9. 
B. Q. B. to adversary's K. Kt. fourth sq. 
W. K. Kt. takes K. B. P. 

10. 

B. K. tak^K. Kt. 

W. P. takes Q. B. P. checking with K. B. 

11. 

B. K. to his B. square ; 
W. P. takes Q. Kt. P. 

12. 

B. Q. Kt. to Q. B. third square ; 
W. P. takes Q. R. and becomes a Q. 

13. 

B. Q. takes Q. 

W, K. B. to K. second square. 

White has decidedly the better game. 
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FIFTH VARIATION OF THIS GAME, 

BEGINNING AT THB TBNTH MOVE OF THE THllTD 
▼ARIATION. 

B. K. P. two squares ; 
W. The same. 

2. 

3. K. Kt to K. B, third square ; 
W. Q. Kt. to Q. B. third square^ 

B. K. B. to Q. B* fourth square ; 
W. The same. 

4. 
B. Q. B. P. one square; 
W. K. Kt. to K. B. thh'd square^ 

5. 
B. K. castles ; 
W. The same. 

6. 

J9. K. R. to K. square ; 
W. The same. 

B. Q. P. two squares ; 
W. P. takes P. 
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8. 

JB. K. P. one square; 

W. K. Kt. to adversary's K. Kt. fourth sq. 

a 

. S. Q. B. to adversary's K. Kt. fourth sq. 
W. K. Kt. takes K.* B. P. 

10. 

B, Q. to her Kt. thurd square ; 
W. P. takes Q. B. P. 

U. 
B. Q. B. takes Q. 
W. P. takes Q. Kt. P. 

12. 

B. Q. Kt. to Q. B. third square. 

He might also have taken the Pavm with 
his Q. in which case you should play 
your K. Kt. to his Q. third sq. check- 
ing with the B. and afterwards take 
his Q. 

TV. K. Kt. to adversary's Q. square, checking 
with K. B. 

13. 

B. K. to his B. square ; 

W. P. takes Q.'R. and becomes a Q, 
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14. 

B. R. takes K.Kt 

W. Q. takes K. R. and checks. 

16. 

B. Kt. takes Q. 

W. Kt. takes Q. B. and having both Rooks, 

with three Pawns, for the Queen, will 

win the game. 
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1. 

JB. K. P. two squares ; 
W. The same« 

2- 

B. K. Kt. to K. B. third square; 
W. Q. Kt to Q, B. third squaijp. 

3. 

B. K, B. to Q. B. fourth square ; 
?r« K. Kt to K. B. third square. 

It would be better play to move K. B. to 
Q. B. fourth ; the advantage to be ta- 
ken of this move will be shown in a 
future game. 



B. K. Kt. to adversary's K. Kt. fourth sq. 
W. Q. P. two squares. 



B. K. P. takes Q. P. 
W. K. Kt takes P. 
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6. 

B. Q. to K. B. third square. 

This is not a good move ; he ought to have 
played Q. P. two squares. 
W. Q. takes K.Kt. 

7. 

B. K. B. takes K. Kt. 

W. Q. Kt. to adversary's Q. fourth square. 

8. 
B. Q. takes K. B. P. and checks ; 
W. K. to Q. square. 

9. 
B. K. to Q. square. 

If he were to play K B. to K. fourth sq. 
defending the Q. B. P. and K. Kt. P. 
White would win the Queen by play- 
ing Q. B. to K. third square. 
W. Q. B. to adversary's K. Kt. fourth square, 
and checks. 

10. 

B. K. B. to its third square. 

If, instead of this move, he were to play 
K. B. P. one square, White would 
play Q. B. to K. R. fourth square and 
win the Queen. 

W. Q..B, to K. third square. 
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11. 

S. Q. to adversary's K.. R. fourth square ; 
W. Q. Kt. takes K. B. 

f 

B. Q. takes Q. for, if he were to take the 

Kt. he would soon lose the game. , 
W. Q. Kt. takes Q. and will win the game. 



FIRST VARIATION OF THIS GAME, 

BEGINNING AT THE SIXTH MOVE OF THE BLACK. 

1. 

JS. K. P. two squares ; . 
W. The same. 

2. 

S. K. Kt. to K. B. third square ; 
W. Q. Kt. to Q. B. third square. 

3. 

B. JKl. B. to Q. B. fourth square ; 
W. K. Kt. to K. B. third square. 

4. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W, Q. P. two squares. 

VOL. II. F 
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5. 




B, 


K. p. takes Q. P. 




w. 


K. Kt. takes P. 





6. 

B. K. Kt takes K. B. P. 

TWs niQTe k very frequently made ; it is» 
however^ very for from being a good 
one,although the defence against the at- 
tack which it giices is certainly dilSicult. 
The foHowing moves of the White will 
show the proper defence after taking 
the Kt. 
W. K. takes K.Kt 

7. 

B. Q. to K. B. third square, and checks ; 
W. K. to his third square. 

8. 

B. Q. Kt. to Q.B. third square; 
W. Q. Kt« to K. second square. 

9- 

jB. Q. p. two squares ; 
W* K. R. p. one square. 

It is very essential to make this move to 

prevent the Black from playing Q. B. 

to your K. Kt. fourth square. 
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10. 

M. Q. to K. fourtji square ; 
W. Q. B. P. one square. 

You must not attempt to defend your K. 
P. attacked by his Q. Should he, how- 
ever, attack it with his R. after having 
castled, you must defend it. 

11. 

JB. Q. takes K. P. and checks ; 
W. K. to his B. second square. 

13. 

JB. Q. to adversary's K. R. fourth square, 

and checks ; 
W/ K. to his Kt. square. 

13. 

JB. K. castles; 

W. Q. B. to K. B. fourth square. 

14. 

jB. K. R. to K. square ; 

JV. Q. B. to K. Kt. third square. , 

16. 

jB. Q. to K. R. fourth sqilare, or K. B. third ; 
W. K. to his R. second square. 
White has decidedly the advantage. 

f2 



68. A TREATISE ON 

SECOND VARIATION OF THIS GAME, 

BEGINNING AT THE NINTH MOVE OF THE FIRST 
VARIATION. 



B. K. P. two squares ; 
W. The same. 

2. 

a. K, Kt. to K. B. third square ; 
W. Q. Kt. to Q. B. third square. 

3. 

a. K. B. to Q. B. fourth square; 
W. K. Kt. to K. B. third square : 

4. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W. Q. P. two squares. 

5. 

B. K. P. takes Q. P. 
W. K. Kt. takes P. 

6. 

B. K. Kt. takes K. B. P. 
W. K. takes K. Kt. 

7. 

B. Q. to K. B. third square, and checks ; 
. W. K. to his third square. 
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8. 

B. Q. Kt. to Q. B. third square ; 
W. Q. Kt. to K. second square. 

9. 

B. K. castles ; 

W. Q. B. P. one square ; 

10. 

B. K. R. to K. square ; 

W. Q. Kt.*to K. Kt. third square. 

Your K. P. being attacked by his R. you 
must defend it. 

11. 

B. Q. P. two squares ; 

W. K. B. to adversary's Q. Kt. fourth sq. 

12. 

B. Q. to K. Kt. third square ; 

If he were to take your K. P. with his Q. 
P. you must take his Q. Kt. with your 
K. B. and then play K. R. to K. B. 
square, &c. 

W. K. B. takes Kt. 

13. 

♦ 

B. K. R. takes K. P. and checks ; 
W. Q. Kt. takes K. R. 

f3 
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14. 

B. Q. takes Kt. and checks ; 
W. K. to his B. second square, 

15. 

B. Q. B. to adversary's K. Kt. fourtfi square \ 
W. K. B. takes Q. P. 
Black must lose. 



THIRIi VARIATION OF THIS QAM^^ 

BBOIMNINO AT THE SSTENTH MOVB OF THE BLACKS. 

It 

B. K. P. two squares ; 
W. The same. 

2. 
B. K. Kt. to K. B. third square ; 
W. Q. Kt, to Q. B. third square. 

B. K. B. to Q. B. fourth square ; 
W. K. Kt. to K, B. third square. 

4. 

B. K. Kt. to adyersary's K. H^i. fourth sq. 
W. Q. P. two sqiiar^s. 



6. 



B. K. P. takes Q. P. 

W. K.Kt.tafce8P. 



6. 



B. Q. to K. B. third square; 
W. Q. takes K.Kt. 



B. Q. t^es K. Kt. 

IF. Q. B! to K. third square. . 

8. 

B. Q. to K. fourth square ; 
W. Q. B. takes K. B. 

9. 

B. Q. takes Q. B. 
W. Q. takes K. Kt. P. 

10. 

B. Q. to R. B. square ; 
W. Q. to adversary's K. fourth square, and 
checks. 

11. 

B. Kt. to Q. square ; 

W. K. to adversary's Q. fourth squtee. 

F 4 
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12. 

B. Q. P. one square ; 
W. Q. to adversary's K. B. third square, and 
checks, 

13. 

B. K. to Q. second square ; 
W. K. Kt. P. one square. 

14. 

B. Q. Kt. to Q. R. third square, Or (a) or. (b) 
W. K. B. takes Q. Kt. 

15. 

^. , Q. Kt. P. takes K. B. 

White has a much better game than the 
Black. 

OR (a) 

14. 
B. Q. to K. square ; 
W. K. B. to K. R. third square, and checks. 

15. 

JB. ' K. to Q. B. third square, — or [c) 

W. Q. to her B. third square, and checks. 

16. 

B. K. to Q. Kt fourth square ; /^ 

W. K. B. to its square, and checks. 
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17. 

JB. K. to adversary's Q. R. fourth sq. 

W. Q. to her R. third sq. and checkriuates. 

(*) 

14. 

S. K. to Q. B. third square ; 

W. Q. to her B. third square, and checks. 

15. 

JB. K. to Q. second square ; 

W. Q. takes Q. B. P. and checks. 

16. 

JB. K. to his third square ; 

W. K. B. to K. R. third square, and checks. 

17. 

JBi K. to his fourth square, if he interpose 
K. B. P. you must take it with K. B. 
W. Q. to her B. third square, and checks. 

18. 

B. K. takes K. P. 

W. Kt. to adversary's K. B. third square and 
check*mates« 
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15. 
S. Q. to K, third i^quare; 
W. Q. to adversary's K. second square, and 
checks. 

16. 

S^ K. to Q. B. third square; 
W. Q. takes Q. B. P. and checks* 

17, 

B. K. to Q. Kt. fourth square ; 

IF. Q. R. P. two squares, and checks* 

18. 

S. K. to Q. R. third square; 

W. Kt. to Q. Kt. fourth sq. and checknnates* 
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1. 

B. K. P. two squares ; 
W. The same. 

2. 

p. K. Kt. to K. B. third square; 
W. Q. Kt. to Q. B. third square. 

3. 

S. K. B. to advei^ary's Q. Kt. fourth square 
W. Q. R. P. one square. 

4. 

fi. K. B. takes Q. Kt. 
W. Q. P. takes K. B. 

6. 

B. K. Kt. takes K. P. 

W. Q. to adversary's Q. fourth square. 

6. 
B. ,K. Kt to its fourth square; 
W- Q. B. takes K. Kt 

7. 
B, Q. takes Q. B. 
fT. JL Kt. to Kt B. third square. 
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FIRST VARIATION QF THIS GAME, 

BEGINNING AT THE THIRD MOVE OF THE WHITE* 



jB. K. p. two squares ; 
IF- The same- 

2. 

jR K. Kt. to K. B. third square ; 
W. Q. Kt- to Q. B. third square. 

3. 

jB. K. B. to adversary's Q. Kt. fourth sq. 
W. K. B. to Q. B. fourth square. 

4. 
JB. K. B. takes Q. Kt. 
W. Q. P. takes K. B- 

5. 

B. K. Kt. takes K. P. 

W, K, B. takes K. B. P. and checks ; you 

may also play Q. to adversary's Q. 

fourth. 

6. 

B. K. takes K. B. 

W. Q. to adversary's Q. fourth square and 

checks. 
White recovers the Piece with a better 

position. 
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SECOND VARIATION OF THIS GAME, 

BEOmNtNO AT THE FIFTH MOTE OF THS FIRST 
VARIATION. » 

1. 

S. K. P, two squares ; 
W. The same. 

2. 

J5. K. Kt. to K. B. third square : 
W. Q, Kt. to Q. B. third square- 

3. 

JB. K. B. to adversary's K. Kt. fourth sq ; 
W. K. B. to Q. B. fourth square. 

4. 

JB. K. B. takes Q. Kt. 
W. Q. P. takes K. B. 

' 5- 

JS. Q. B. P. one square ; 

W. Q. to adversary's Q. third square. 

6. 

B. K. Kt. takes K. P. 

W. Q. takes K. P. and checks. 

7. 

S. Q. to K. second Square ; 
W. Q. takes K. Kt. P. 
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8. 

B. K. Kt to Q; third and checks witbtiie Q. 
It would have be^n better to have played 

the Kt. to K. B. third and then the R. 

to K. Kt. sqiyare. 
W. K. B. to K. second square. 

9. 

S. Q. to K. B. square ; 
W. Q. to adversary's K. fourth square, and 
checks. 

10. 

J?. K. to Q. square ; 

W. Q. B. to adversary's K. Kt. fourth square, 
and checks. 

11. 

S. Q. to K. second square, — or (a) 
W. Q. B. takes Q. and checks. 

12. 

B. K. to his square ; 

7F; Q. B. takes Kt. and checks with the 

13. 
B. K. to Q. square ; 

JV. Q. to adversary's K, second squapey and 
check-mates. 
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(«) 
11. 

JS. K. to Q. B. second square ; 

W. Q. B. to adyersary's K, second square. 

12. • 
jB. Q. to K. square ; 
W. Q. B. takes Kt. and checks. 

13. 

B. K. to Q. B. third isquare ; 
W. Q. B. to adversary's Q« B. second s^^re, 
and check^mates. 
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1. 

W. K. P. two squares ; 
S. The same. 

2. 

W. K. Kt to K. B. third square ; 
J5. K. B. to Q. B. fourth square. 

He ought, instead of this move, to have de- 
fended the K. P. with the Q. Kt. 



W. K. Kt. takes K. P. 

jB. Q. to K* second square. 



W. Q. P. two squares ; 

JB Q. P. one square. 

If he were to check with K. B. you must 
interpose Q. B. P. then play K. B. to 
Q. third square, defending the K. P. 

5. 

W. P. takes K. B. 
B. Q. takes K.Kt. 
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6. 



W. p. takes Q. p. 

J3. Q. takes KrP. and checks. 

7. 

W. Q. B. to K. third square ; 
JB. Q. B. P. takes P. * 

8. 

W. Q. takes P. 

JB. Q. takes Q. B. P. 



W. Q. to adversary's K. fourth sq. checking, 
and then takes K. Kt P. and must win. 



f 



FIRST VARIATION OF THIS GAME, 

BEGINNING AT THE 'l^'OVRTH MOVE OF THE BLACK, 



W. K. P. two squares ; . 
JB. The same. 

2. 
W. K. Kt. to K. B. third square; 
S. K. B. to Q. B. fourth square. 

VOL. II. O 
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3. 

W. K. Kt. takes K. P. 
JB. Q. to K. second square. 

4. 

W. Q. P. two squares ; 

B. K. B. to Q. Kt. third square. 



W. K. B. to Q. B. fourth square ; 
JB. K. B. P. one square. 

W. K. Kt. to adversary's K. B. second sq. 
JB. Q. takes K. P. and checks. 

7, 

W. Q. to K. second square ; 

Black must lose K. R. for the Kt. 



SECOND VARIATION OF THIS GAME, 

BEGINNING AT THE FOURTH MOVK OF THE BLACK* 

1. 

W. K. P. two squares ^ 
B. The same. 
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% 

W. K. Kt. to K. B. third square ; 
B. K. B. to Q. B, fourth square; 

3. 
W. K. Kt. takes K. R 
B. Q. to K. second square. 

4. 
W. Q. P. two squares ; 
B. K. B. to Q. third square. 

5. 

W. K. B. P. two squares ; 
B. K. B. P. one square. 

6. 
W. K. Kt. to Q. B. fourth square. 

It would he had play to check with Q. 
at adversary's K. R. fourth square; 
because Black would interpose K. Kt. 
P. and, if White were to take the K. 
Kt. P. with K. Kt. Black would take 
K. P. with Q. giving check, and then 
take the K. Kt. with the Q. 
B. Q. takes K. P. and checks. 

7. 
W. K. to his B. second square; 
B. Q. Kt. to Q. B. third square. 

g2 
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8. 

W. K. B. to Q, third square ; 
B. Q. takes Q. P. and checks. 

W. Q. B. to K. third square ; 
JB. Q. to her fourth square. 

10. 

W. K. B. checks at adversary's K. Kt. third 
square, and wins the Queen. 



THIRD VARIATION OF THIS GAME, 

BEGINNING AT THE SEVENTH MOVE OF THE SECOND 
VARIATION. 

1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. Kt. to K. B. third square ; 
B. K. B. to Q. B. fourth square. 

3. 

W. K. Kt. takes K. V. 

B. Q. to K. second square; 
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4. 
W. . Q. P. two squares ; 
JB. K. B. to Q. third square. 

W. K. B. P. two squares : 
S. K. B. P. one square. 



W. K. Kt. to Q. B. fourth square ; 
JB. Q. takes K. P. and checks. 



W. K. to his B. second square ; 
B. K. B. takes K. B. P. 

8. 

W. Q. Kt. to Q. B. third square ; 
S. Q. to K. B. fourth square. 

0. 

W. K. B. to Q, third square ; 
J3. Q. to K. Kt. fourth square. 

10. 

W. K. R. to K. square, and checks ; 
JB. K. Kt. to K. second square. 

11. 

W. K. to his Kt. square ; 
B. Q. Kt. to Q. B. third jsquare, 

G 3 
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12. 

W. Q. B. takes K. B. 
B. Q. takes Q. B. 

13. 

W. Q. to adversary's K. R. fourth square, 

and checks ; 
S. K. to Q. square. 

14. 

W. K. R. to K. fourth square ; 
B. Q. to K. Kt. fourth square. 

15. 

W. Q. takes Q. 

B. K. B. P. takes Q. 

16. 

W. Q. P. one square ; 

B. Q. Kt. to adversary's Q. Kt. fourth sq. 

17. 

W. Q. P. one square ; , 
B. Q. B. P. takes P. 

18. 

W. K. Kt. takes Q. B. P. 
B. K. R. to K. B> square. 
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19. 

W. Q. R. to K. square. 

White might also take Q. Kt. 
jB. K. to Q. B. second square. 

20. 
W. K. Kt. to adversary's Q. Kt. fourth sq. 

and checks ; 
S. K. any where. 

21. 
W. K. R. takes Q. Kt. and 'will win. 



FOURTH VARIATION OF THIS GAME, 

BEGINNING AT THE THIATSEKTH MOVE OF THE 
THIRD VARIATION. 

1. 
W. K. P. two squares ; 
S. The same. 

2. 

W. K. Kt. to K. B. third square ; 
S. K. B. to Q. B. fourth square. 

3. 

W. K. Kl. takes K. P. 
JB. Q. to K. second square. 

g4 



88 A TREATISE ON 

4.' 
W. Q. P. two squares ; 
-B. K. B. to Q. third square. 

5. 

W. K. B. P. two squares ; 
J?. K. B. P, one square. 

6. 

W. K. Kt. to Q. B. fourth square; 
3. Q. takes K. P. and checks, 

7. 

W. K. to his B. second square; 
B. K. B. takes K. B. P. 

8. 

W. Q. Kt to Q. B. third square ; 
J?. Q. to K. B. fourth square. 

9. 
W. K, B, to Q. third square ; 
J?. Q. to Kl Kt. fourth square, 

10. 

W. K. R. to K. square, and checks ; 
JB. K. Kt. to K. second square. 

11. 
W. K. to his Kt. square ; 
jB, Q. Kt. to Q. B. third square. 
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12. 

W. Q. B. takes K. fi. 
B. Q. takes Q. B. 

13; 

W^ Q. to adversary's K. R. fourth square, 

and checks ; 
JB. K. to his B. square. 

- 14. 

W. K. R. to K. fourth square ; 
JB. Q. to K. Kt. fourth square. 

15. 

W. Q. takes Q. 

B. K. B. P. takes Q. 

16. 

W. Q. R. to K. B. square, and checks; 
B. K. to his square. 

17. , . 

W. Q. P. one square ; 

B. Q. Kt. to adversary's Q. Kt. fourth sq. 

18. 

W. Q. R. P. one square ; 
B. Q. Kt. takes K. B. 
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19. 

W. Q. P. one square ; 
B. Q. B. P. takes P. 

20. 
W. K- Kt. takes Q. B. P. and checks; 
jB. K. to Q. square. 

21. 

W. Q. Kt. to adversary's Q. Kt. fourth sq. 
JB. Q. Kt. to adversary's K. B. fourth sq. 

22. 

W. K. Kt. to adversary's K. B. second sq* 

and checks; 
JB. K. to his square. 

23. 

W. Q. Kt. to adversary's Q. third square, and 

checks; 
JB. K. to his B. square. 

24. 

W. K. Kt. takes P. on K. Kt. fourth square ; 
B* K. R. P. one square, — or (a) 

25. 

W. Q. R. takes Kt. and checks ; 
JB. K. to his Kt. square. 
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26. 

W. K. R. takes Kt. 

B. K. R. P. takes K. Kt. 

27. 

IF". Q. R. to adversary's K. B. second sq. 
B. K. to his R. second square. 

I 

28. 

W. Q. R. takes K. Kt. P. and checks ; 
JB. K. to his R. third square. 

29. 

W. Kt. to aidversary's K. B. fourth square, 

and checks ; 
JB. K. to, his R. fourth square. 

30. 

HT. K. R. P. one square, and will check- 
mate the next move. 

VARIATION (a). 

24. 

W. K. Kt. takes P. on K. Kt. fourth square ; 
JB. K. Kt. P. one square. 

25. 

W. . Q. R. takes Kt. and checks ; 

JB. K. to his Kt. second square, — or (by 
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26. 

W. K. R. takes Kt. and checks; 
JB. K. to his R. third square. 

27. 
W. Q. Kt. to adversary's K. B. second sq. 
and checks ; 
Black loses the game in a few moves. 

VARIATION (b) 
25. 

W. Q. R. takes Kt. and checks ; 
jB- Kt. to K B. fourth square. 

26. 

W. K. Kt. P. two squares ; 
JB. - K. to his Kt. second square. 

27. 

W. K. Kt. P. takes Kt. 

B. K. to his R. third square. 

28, 
TT. Q. Kt. to adversary's K. B. second sq. 

and checks ; 
S^ K. to his Kt. second square. 

29. 
W. P. to adversary's K. B. third square 

and checks ; 
JB. K. to his B\ square. 
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30. 

W. Kt to adversary's Q. third square, and 
then K. R. to adversary's K, square. 
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N. B. This was omitted in its proper order. It <mght to 
have followed the Ninth Game* 

1. 
W. K. P. two squares ; 
S. The same. 

W. K. Kt. to K. B. third square ; 
jB. Q. Kt. to Q. B. third square. 

3. 
W. K. B. to Q. B. fourth square; 
3. The same. 

4. 
W. K. castles; 
JB. K. Kt. to K. B. third square. 

5. 
W. Q. P. one square ; 
B. K. Kt. to adversary's K. Kt. fourth sq. 

6. 
W. K. B. takes K. B. P. and checks ; 
B. K. to his B. square. 

7. . 
W. K. to his R. square ; 
JB. K. Kt. takes K. B. P. and checks. 
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a 


w. 


K. B. takes K. Kt. 


B. 


K B. takes K. B. 



9& 



W: Q. B. to adversary's K. Kt. fourth sq, 
JB. Q. Kt. to K. second square. 

10. 

W. K.Kt takes K.R 
JB. Q. P. two squares. 

11. 

W. Q. to K. B. third square ; 
JB. Q. to her third square. 

12. 

W. K. B. to adversary's K. third square, 

checking with the Q. 
JB. K. to his square . 

13. 

W. Q. to adversary's K. B. second square, 

and checks ; 
B, K. to Q. square. 

14, 

W. Q. takes K, Kt. P. 

B. Q. B. to Q. second square. 
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15. 

W. Q. takes K. R. and checks ; 

B. Q. B. to K. square. - * 

16- 

W. K. Kt. to adversary's K. B. second sq. 
and check-mates. 



FtRST VARIATION OF THIS GAME, 

BBGINNING AT THE SEVENTH MOVE OF THE BLACK. 

1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. Kt. to K. B. third square ; 
B. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
B. The same. 

4. 

W. K. castles; 

B. K. Kt. to K. B. third square. 
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W. Q. P. one square ; 

B. K. Kt. to adversary's K. Kt; fourth sq. 

6. 
W. K. B. takes K. B. P. and checks ; 
B. K. to his, B. square. . 



W. K. to his R. square ; 
B. K. B. takes K. B. P. 

8, 
W. K. B. to adversary's K. R. fourth sq, 
B. K. Kt. to adversary's K. third sq. 

9. 

W. Q. B. takes K. Kt. 
B. K. B. takes Q. B. 

10. 

W. K. Kt. takes K. P. checking with K. R. 
B. K. to his second square. 

11. 

W. K, R. to adversary's K. B. second sq. 

and checks ; 
B. K. to Q. third square. 

He may also play K. to his own square, or 

to his third square, — see (a) (b). 

VOL. II. H 
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12. 

W. K. Kt. to Q. B. fourth sq. and checks ; 
B. K. to Q. B. fourth square. 

n. 

W. K. R. to K. B. fourth square, and checks ; 
B. Q. Kt to K. fourth square. 

14. 

W. K. R. takes Q. Kt. And checks ; 
B. K. to Q. B. third square. 

1». 

W. Kt takes K. B. and will, of course, win 
the game. 

(a). 

11. 

W. K. R. to adversary's K. B. second sq. 

and checks; 
B. K. to his square. 

12. 

W, K. R. takes K. Kt. P. and checks M'ith 
K. B.— or the R. takes Q. P. 

B. K. to his B. square. 

13. 

W. Q. to K. B. third square, and checks ; 
B. K. takes K. R. 
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14. 

W. Q. to adversary's K. B, second square, 

and checks ; 
JB. K. to his R. third square. 

15. 

W. K. Kt. to its fourth square, and checks ; 
J3. K. to his Kt. fourth square. 

16. 

W. Q. to adversary's K. B. fourth square, and 

checks ; 
S. K. to adversary's R. R. fourth. 
White will check-mate in two moves. 

11. 

W. K. R. to adversary's K. B. second square, 

and checks; 
B. K. to his third square. 

12. 

W. Q. to K. Kt. fourth square, and checks ; 

B. / K. to Q. third square; — for, if he were 
to take the Kt. he would be check- 
mated in two moves. 
13. 

W. K. Kt. to Q. B. fourth sq. and checks ; 

B. K. to Q/B. fourth square. 

h2 

639669A 
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14. 

W. K. Kt takes K.B. 
B. K. Kt. P. one square. 

15, 

W. K. P. one square; 
B, K. Kt. P. takes K. B. 

16. 

W. Q. to her B. fourth square, and checks ; 
J7. K. to Q. Kt third square. 

17. 

W. K. Kt. to adversary's Q. fourth square, 

and checks ; 
B. K. to Q. R. fourth square. 

18. 

W. Q. Kt. to Q. B. third square, and will 
check-mate the next move. 



SECOND VARIATION OF THIS GAME, 

BEGINNING AT THE TENTH MOVE OF THE FIRST 
VARIATION. 

1. 

W. K. P. two squares ; 
B. The same. 
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2. 

W. K. Kt. to K. B. third square ; 
B. Q. Kt to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
B. The same. 

4. 
W. K. castles ; 
B. K. Kt. to K. B. third square. 

5. 
W. Q. P. one square ; 
B. K. Kt. to adversary's K. Kt. fourth sq. 

6. 
W. K. B. takes K. B. P. and checks ; 
B. K. to his B. square. 

7. 
W. K. to his R. square ; 
B. K. B. takes K. B. P. 

8. 
W. K. B. to adversary's K. R. fourth sq. 
B. K. Kt. to adversary's K. third square. 

9. 
W. Q. B. takes K. Kt. 
B. K. B. takes Q. B. 

h3 
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10. 

W. K. Kt takes K. P. checking with K. R. 
B. K. to his Kt square. 

11. 

W. K. B. to adversary's K« B. second sq. 

and checks. 
B. K. to his B. square. 

12. 

W. K. B. to Q. Kt. third square, checking 

urith K. R, 
B. K. to his square, — or (a). 

13. 
W. Q. to adversary's K. R. fourth square, 

and checks ; 
B. K. Kt. P. one square. 

14. 

W. K. Kt. takes K. Kt. P. 
B. Q. to K. Kt. fourth aqnare. 

la. 

IT. Q-takesK.R. p. 

B. Q. to K. R. third square. 

16. 

W. Q. to adversary's K. B. second square, 

and checks ; 
B. K. to Q. square. 
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17. 

W. Q. to adverMPy's K. B. tiiird firqvare^ and 

checks: 
S. K. to his square. 

W. K. B. check-mates at adversary's K. B. 
second square. 

(«) 

12. 

W. K. B. to Q. Kt. third square, diecki^ 

with K.. R. 
B. K. to his second square. 

13. 

W. Q. to adversary's K. R. fourth square; 
S. Q. to K. square. 

14. 

W. K. Kt. takes Kt an^ checks; 
B. Q. P. takes K. Kt. 

15. 

W. Q. to adversary's K. fovrtii sq. efaeckg, 
and thoB takes K. Kt. P. 

h4 
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THIRD VARIATION OF TBIS GAME, 

BE6INNINO AT THE TENTH MOTE OF THE BLACK. 
1. 

W. K. P. two squares; 
B. The same. 

W. K. Kt to K. B. third stquare ; 
B. Q, Kt to Q. B. third square. 

8. 

W. K. B. to Q. B. fourth square ; 
B. The stune. 

4. 

W. K. castles ; 

B. K. Kt. to K. B. third square. 

5. 

W. Q. P. one square; 

B. K. Kt. to adversary's K. Kt fourth sq. 

6. 

W. K. B. takes K. B. F. and checks ; 
B. K. to his B. square. 

7. 

W. K. to his R. square ; 

B. K. Kt takes K. B. P. and checks. 
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8. 

W. K. R. takes K. Kt. 
B, K. B. takes K. R. 

W. Q. B. to adversary's K. Kt. fourth sq. 
B. Q. Kt. to K. second square. 

10. 

W. K. Kt. takes K. p. 
B. Q. P. one square. 

11. 

W. Q. to K. ]B. third square ; 
B, Q. P. takes K. Kt. 

12. 

W. K. B. to adversary's K. third square, 

checking vnth the Q. 
B. Q. Kt. to K. B. fourth square. 

13. 

W. Q. takes Q. Kt. and checks ; 
B. Q. to K. B. third square. 

14 

W, Q. B. takes Q. 
B. Q. B. takes K. B. 
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W. Q. takes Q. B. 

3. Q. R. to K. square. 

16. 

W. Q. to adversary's K. R fourth square ; 
B. K. B. to Q. Kt third square. 

17. 

W. Q. B. to K. R. fourth square, checking 
with the Q. &c. 



FOURTH VARIATION OF THIS GAME, 

BEGINNING AT THX FIFTH MOVB OF THE UACK. 

1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. Kt to K. B. diird square ; 
B. Q. Kt. to Q. B. third square. 

3- 
W. K. B. to Q. B. fourth square ; 
B. The same. 

4. 
JV. K. castles; 
B. K. Kt. to K. B. third square. 
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6. 

W. Q, P. one square ; 
B. K. castles. 

6. 
W. K. to his R. square ; 
B. K. Kt. to adversary's K. Kt. fourth sq. 

7. 
W. K. Kt, to adversary's K. Kt. fourth sq. 
B. K. Kt. takes K. B. P. and checks. 

8. 
W. K. R. takes K. Kt. 
B. K. B. takes K.R 

9. 

W. Q. to adversary's K. R. fourth square; 
B. K. R. P. one square. 

10. 

W. K. Kt. takes K. B. P. 

B. Q. to K. B. third square. 

If he were to take the Kt. with his K. R. 
you must take the R. with the Q. giv- 
ing check, and then take K. B. &c. 

11. 

W. K. Kt. takes K. R. P. and checks with 

two Pieces ; 
B. K. to his R. second square. . 

You would check-mate him in two moves, 

if he were to play K. to his R. square. 
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12. 

W. K. Kt to adversary- s K. B. second sq. 

checking ivith the Q. 
B. Q. interposes. 

IS. 
W. Q. 6. takes the Q. and ^ins in a few 
moves. 



TH£ GAME OF CHESS. 109 



W. K. P, two squares ; 
JB. The same. 

2. 

W. K. Kt to K. B. third square ; 
B. Q. Kt. to Q. B. third square. 

3. 

W. K. B. to Q. B. fourth square ; 
S. K. Kt. to K. B. third square. 

This is not the best moye the Black can 

play ; the K. B. to Q. B. fourth sq. 

is much better. 

4. 

W. K. Kt. to adversary's K. Kt fourth sq. 
JB. Q. P. two squares. 

6. 

W. P. takes P. 
£. K. Kt. fa^kes P. 

6. 

W. Q. P. two squares. 

It would not be good play to take the K. 
B. P. with the Kt. 
B. Q«Kt. takes R 
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7. 

W. Q. B. P. one square ; 
B. Q. Kt. to K. third square. 

8. 

W. Q. takes K. Kt, 
B. Q. Kt. takes Kt. 

9. 
W. Q. takes Q. and checks : 
B. K. takes Q. 

10. 

W. Q. B. takes Kt and checks. 

White, haying gained a Piece for a Pawn, 
ought to win. 



FIRST VARIATION OF THIS GAME, 

BB6INNIN0 AT THS SIXTH MOTB OF THE BLACK. 

1. 

W. K. P. two squares ; 

S. The same. 

2. 

W. K. Kt. to K. B. third square; 
B. Q. Kt. to Q. B. third square. 

3. 
W. K. B. to Q. B. fourth square; 
B. K. Kt. to K. B. third square. 
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4. 

W, K. Kt. to adTersary's K. Kt fourth sq. 
JS. Q. P. two squares. 

W. P. takes P. 
JB. K. Kt t^es P. 

6. 

W. Q. P. two squares ; 
B. K. P. takes P. 

Should Black play, instead of this move, 

Q. B. to K. third square, you must take 

■ the B. with your K. Kt. aad then {day 

K. B. to adversary's Q. Kt. fourth sq. 

7. 

W. K. Kt. takes K. B. P. 

JB. Q. to K. second square, and checks. 

8. 

W. Q. interposes; 
B. K. takes K. Kt. 

9. 

W> K. B. tsJces K. Kt. and checks ; 
B. Q. B. to K. third square. 

10. 

W. K. B. takes Q. Kt. 
B. Q. Kt. P. takes K. B. 
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11. 

W. K. castles, — and your game is much bet- 
ter than your adversary's. 



SECOND VARIATION OF THIS GAME, 



BB6INNIN6 AT THE SIXTH MOVE OF THE BLACK. 



W. K, P. two squares ; 
JB. The same. 



W. K. Kt. to K» B. third square; 
B. Q. Kt. to Q. B. third square.^ 

3. 

ft^. K. B. to Q. B. fourth square ; 
B. K. Kt. to K. B. third square. 



W. K. Kt. to adversary's K. Kt fourth sq. 
B. Q. P. two squares. 

5. 

W. K. P. takes K. P. 
J?. K. KttakesP. 
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W. Q. P. two squares ; 

S. K. B. to K. second square. 

Black may also play K. R. P. one square; 
White must then play Q. to K. B* third 
square. >, 

JV. K. Kt. takes K. B. R 
B. K. takes KKt. 

8. 

W. Q. to K. B. third square, and checks ; 
jB. K. to his third square. 

9. 
W. Q. Kt. to Q. B. third square; 
B. Q. Kt. to adversary's Q, Kt. fourth sq. 

10. 

W. Q. to K, fourth square ; 
B. Q. B. P. one square. 

11. 
W. Q. R. P. one square ; 
B. Q. Kt. to Q. R. third square. 

12. 
W. Q. takes K. P. and checks ; 
B. K. to his B. sec^ond square. 

VOL. II. I 
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la. 

W. Q. Kt. takes Kt. 
B. P. takesQ. Kt. 

14 

W. K. B. takes P. and checks ; 
White has the best of the game. 
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iSFifttm^^ emu. 

1. 

JS. K. P. two squares ; 
W. The same. 

2. 

B. K. B. to Q. B. fourth square ; 
W. K. Kt. to K. B. third isquare/ 

3. 

JB. Q. Kt. to Q. B. third square ; 
W. K. B. to Q. B. fourth square. 

4. 

B. K. Kt. to K. B. third square; 
W. Q. to K. second square. 

5. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
Instead of this move Black should have 
castled. 
W. K. W. takes K. B. P. and checks. 

6. 

B. K. takes K. B. 

W. Q. to her B. fourth square, and checks. 

I 2 
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7. 

B. Q. P. two. squares ; 
W. Q. takes K. B. 

8. 

B. Q. P. takes K. P. 

W. Q. to her B. fourth square,' and checks ; 

9. 
B., Q. B. to K. third square ; 
W. Q. takes P. 

10. 

B. Q. to her fourth square. 
White has the better game. 



FIRST VARIATION OF THIS GAME, 

B^GINNIKG AT THE FOURTH MOVS OF THE WHITE. 

1. 

B. K. P. two squares ; 

W. The same. 

2. 

B. K. B. to Q. B. fourth square ; 
W. K. Kt. to K. B; third square. * 

3. 

B. Q. Kt. to Q. B. third square ; 

W. K. B. to Q. B. fourth square. . . 
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B. K. Kt. to K. B. &ird square ; 
TV. Q. P. one square. 

6. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W. K. B. takes K. B. P. and checks. 

6. 

B. K. to his B. square. 

Were he to take the B. White must play 
K. Kt. to adversary's K. Kt. fourth 
square, giving check, and then take 
the Kt. with the Q. 

W. K. castles. 

- 7. 

B. Q. P. one square; 

W. K. Kt. to adversary's K. Kt. fourth sq. 

8. 

B. K. R. P.; one square ; 
W. K. Kt. to adversaiy's K. third square, 
alld checks. 

9. 

B. Q. B. tekes K. Kt. 
W. K. B. takes Q. B.^ 

White has a good game. 

i3 
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SECOND VARIATION OF JWIS GAME, 

BBGINNikO AT THS THIRD MOVE OF THE WHITE. 

1. 

JB. K. P. two squares ; 
W. The same. 

2. 

B. K. B. to Q. B. fourth square; 
W. K. Kt to K. B. third square. 

3. 

B. Q. Kt: to Q. B. third square ; 
W. K. Rt. takes K. P. 

4. 

B. Q. Kt takes R. Kt. 
W, Qi P. two squares. 

5. 
B. K. B. to Q. third square ; 

Instead of this move he should have taken 
the P. with the B. 
W. Q. P. takes Q. Rt. 

6. 

B. B. takes P. 

W. R. B. to Q. B. fourth square. 
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7. 

jB. K. Kt. to K. B. third square ; 
W. K. B. P. two squares, 

8. 

JS. If he play K. B. to Q, third sq. White 

will win a Piece by playhig K. P. one 

square, and if he play-— 
—K.Kt. takes K. R 
IV. Must not take K. B. because Black 

would check at adversary's K. R. 

fourth sq. and disorder the White's 

game; — therefore 
— — Q. to adversary's K. R. fourfli squafe, kt- 

tacking the K. B. and K. B. P, 
Black must lose the game* 



i4 
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i: 

J?. K. p. two squares; 
W. The same. 

2. 

B. K. B. to Q. B. fourth square ; 
W. The same, 

3. 

JB. Q. to K. B. third square ; 
W. K. Kt. to K. B. third square, 

4. 

B. Q. to K. Kt. third square ; 
W. K. castles; 

5. 

B. Q. takes K. P. 

W. K. B. takes K. B. P. and checks, 

6. 

B. K. to his B. square ; 
W. K.R. to K. square. 

7. 
B. Q. to K. B. fourth square ; 
W. K. B, takes K. Kt 
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B. K. takes KB. 
W. K. R. takes K. R 

9. 

B. Q. to K. B. square ; 
W, Q. to K. second square. 

10. 
B. Q. to her third square ; 
W. K. R. to adversary's K. sq. and checks. 

11. 
B. K. to his B. second square ; 

W. K. Kt. to adversary's K, Kt, fourth sq. 
and checks. 

12. 

J?. K. to his Kt. third square ; 
W. Q. P. two squares. 

13. 
B. K. R. takes R. 
W. Q. takes K. R. and checks. 

14. 

B. K. to his B. fourth square ; 
W. Q. to adversary's K. B. second square, 
and checks. 

15. 
jB. Q. interposes ; 
W. Q. to adversary's Q. fourth sq. & checks. 
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16. 

B. K. to his Kt. third 8quare,-^0R (a) 
W. Q. to K. fourth square, and checks. 

17. 

B. Q» interposes ; 

W. Q. to adversary's K. square, and checks. 

18. 

JS. K. to his R. third square ; 

W. K. Kt. to adversary's K. B. second sq. 

checks, and checking also with the 

Q. B. 

19. 

B. K. to his K. fourth square ; 
W. K^ Kt; to adversary's K. R. third sq. 
checking with the Q. 

20. 
B. K. to adversary's K. R. fourth square ; 
W. K. Kt. takes Q. and checks. 

21. 
B. K. to adversary's K. Kt. fourth square ; 
W. Q. to K. fourth square, and checks. 

22. 

B. K. to his R. fourth' square ; 
W. K. Kt. to its third square, and check- 
mates* 
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OR (a). 

16. 

B. K. to adversary's K. Kt. fourth square; 
W. Q. to K. fourth square, and checks. 

17. 

B. K. to K. R. fourth square ; 

W. K. Kt. P. two squares, and checks. 

18. 

B. K. to adversary's K. R. fourth square ; 
W. Q. to K. Kt. second square. 

White will check-mate in three moves. 
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Siti^mumtb i5mm. 



1. 

JB. K. P. two squares ; 
W. .The same. 



J&. K. B. to Q. B. fourth square ; 
W. The same. 

3. 

jB. Q. to adversary's K. R. fourth square ; 
W. Q. to K, second square. 



J5. Q. Kt. to Q. B. third square ; 
W. K. Kt. to K. B. third square. 



S. Q. to adversary's K. Kt. fourth square ; 
W. Q. B. P. one square. 

6. 

B. Q. takes K. Kt P. 

W. K. B. takes K. B. P. and checks. 
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7. 

If he take the K. B. he will lose the Q. by 
your playing K. R. to K. Kt square ; 
and then K. Kt. to adversary's K« Kt. 
fourth square; therefore — 

B. K, to his B. square ; 

W. K. R. to K. Kt. square. 

8. 

B. Q. to adversary's K. R. third square ; 

W. Q. P. two squares,— and you will win a 
Piece ; for, if he take the Pawn, or 
retire the B. you will win the Q. by 
playing your R. to K. Kt. third square: 
and, if he play Q. P. one square to 
make room for the Q. you will, of 
course, take K.. B. 



FIRST VARIATION OF THIS GAME, 

BEGINNING AT THE FOURTH MOVE OF THE BLACK. 

1. 

B: K. P. two squares; 
W. The same. 

2. 

B. K. B. to adversary's K. B. fourth sq. , 
W. The same. 
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B. Q. to adversary's K. R. fourth square ; 
W. Q. to K. second square. 

4. 

B. K. Kt. to K. B. third square ; 
IF*. Q. P. one square! 

5. 

B. K. Kt. to adversary's K. Kt fourth sq. 
W. K. Kt. to K. B. third square. 

6. 

B. K. B. takes K. B^. and checks ; 
7F1 K. to Q. square. 

7. 
B. Q. to K. R. fourth square. 

Had he moved the Q. elsewhere, you would 
have won a Piece by playing K. R. P. 
one square. 
W. K. R. to K. B. square. 

8. 

B. K. B. to Q. B. fourth square ; 
W.^ K. Kt. takes K. P. 

9. 

B. K. castles ; 

W. K. Kt. takes K. B. P. 

You might also have taken his K. Kt. 
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10. 

B. K. R. P- one square,— or (a). 
W. K. Kt. to adversary's Q. thkd square, 
checking with K. B. 





11. 


B. 


K. to hifl R. second square ; 
K. R. takes K. R. 




12. 


B. 

« 


K. B. takes K. Kt. 

K. B. to adversary's K. Kt. sq. checks, 
iand will win the Q. 




(«). 




10, 


B. 
W. 


K. Kt. to K. B. third square ; 
K. Kt. to adversary's Q. third square, 
checking with K. B. 




11. 


B. 
W. 


K. to his R. square ; 
Q. takes Q. 


■ 


12. 


B. 


K. B. takes K. Kt. 
K. R. takes K. Kt. 




13. 


B. 
W. 


K . R. takes R. 
K. P. one square. 
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14. 

B. K. Kt. P. one square ; 

W, Q. to adversary's K. R. third square. 

15. 

JB. K. B. to its square ; 
W. K. P. takes K. R. 

16. 

B. K. B. takes Q. 

W. Q. B. takes K. B. and then check-mates 
at adversary's K. Kt. second square. 



SECOND VARIATION OF THIS GAME, 

fiEGINNiKO AT THE NINTH MOVE OF THE FIRST 
VARIATION. 



1. 

B. K. P. two squares ; 
W. The same. 

2. 

B. K. B. to Q. R. fourth square ; 
W. The same. 

3. . 

B. Q. to adversary's K. R. fourth square ; 
W. Q. to K. second square. 
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-4. 

B. ■ K. Kt. to K. B. third square; 
W. Q. P. one square. 

5. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W. K. Kt. to K. B. third square. 

B. K. B. takes K. B. P. and checks ; 
W. K. to Q. square. 

7. 
B. Q. to K. R. fourth square ; 
W. K. R. to K. B. square. 

8. - 

B. K. B. to Q. B. fourth square ; 
W. K. Kt. takes K. P. 

B. Q. takes K. Kt. 

W. K. B. takes K. B. P. and checks. 

10. 
B. K. to his B. square; 
W. Q. takes K. Kt. 

11. 
B. K. B. to K. second square ; 
W. K. R. to adversary's K. B. fourth square., 

VOL. II. - K 



12. 

B. Q. to ker tyrd square ; 

W. Q. B. to K. B. fourtii sqiKure. 

13. 

B. Q. to adversary's Q. fourth square ; 
W. Q. B. to adversary's K. fourth square. 

14. 

JB. Q. to adversary's K. K.t. sq^ aiul cliecks; 
W. IC to his second square. 

15. 

JB. K. B. to its third square; 
W. Q. B. takes K. B. 

16. 

JS. K. Kt. R takes Q. B. 
W. K. R. takes K. Kt P. 

17. 
J5. Q. P. oue square ; 
W. K. B. to adversary's K. R. fourth square, 
checking with K. R, 

la 

S. K. to his second square ; 
W. Q. to adversary's K. Kt. second square, 
notd checks. 
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B. K. to Q. square; 

W. K. R. to adversary's K, B. square^ aftd 
checks. 

20- 

B. K;R. takes R. 

W. Q. takes R. and checks. 

21. 

B. K. to Q. second square ; 
W. Q. to adversary's K. square, and check- 
mates. 



THIRD VARIATION OP THIS GAMS, 

BEGINNING AT THE TENTH MOVE OF THE SECOND 
VARIATION. 

1. 

B. K. P. two squares ; 
W. The same. 

2. 

B. K. fi. to Q. B. fourth square ; 
W. The same. 

K 2 
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3, 

B. Q. to adversary's R R, fourth sqiiare ; 
W. Q. to K. second square. 

4. 

jB. K. Kt. to Ku B. third square ; 
W. Q. P. one square. 

5. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W. K. Kt. to K. B. third square. 

6. 

jB. K. B. takes K. B. P. and checks ; 
W. K. to Q. square. 

7. 

B. Q. to K. R. fourth square ; 
W. K. R. to K. B. square. 

8. 
B. K. B. to Q. B. fourth square ; 
'W. K. Kt. takes K. P. 

B. Q. takes K. Kt. 

W. K. B. takes K. B. P. and checks. 



10. 



JB. K. to Q. square ; 
W. Q. takes K. Kt. 
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11. 

J5. Q. P. two squares. 

If he were to play this Pawn only one sq. 

you would win the Q. by checking 

with your Q. B. 
W. Q. to adversary's K. Kt. fourth square, 

and checks. 

12. 

B. Q. takes Q. 

W. Q. B. takes Q. and checks. 

13. 
B. K. B. to K. second square ; 
W. Q. B. takes K. B. and checks. 

14 

B. K. takes Q. B. 
W. K. B. takes Q. P. [ 

White has considerably the best of the 
game. 



FOURTH VARIATION OF THIS GAME, 

BSGINNINO AT THE EUKVENTH MOVE OF THE THIBD 
VARIATION. 

1. 

B. K. P. two squares! ? 

W. The same. 

k3 
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2. 

B. K. B. to Q. B. foordi square ; 
W. The same. 

3. 

B. Q. to adver»ary's*K. R. fourth square : 
W. Q. to K. second square. 

4. 
B. K. Kt.i;o K. B. third square ; 
IT; Q. p. one square. 

6. 

B. K. Kt. to adversary's K\ Kt. fourth sq. 
W. K. Kt. to K. B. third square. 

6. 

B. K. B. takes K. B. P. and checks ; 
W. K. to Q. square. 

7. 

B. Q. to K. R. fourth square ; 
W. K. R. to K. B. square. 

8. 

B. K. B. to Q. B. fourth square ; 
W. K. Kt. takes K. P. 

9. 
B. Q. takes K. Kt. 
W. K. B. takes K. B. P. and checks. 
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B. K. to Q. square ; 
W. Q. takes K.Kt. 

11- 

B. Q. Kt. to Q. B. third square ; 
W. The same. 

12. 

B. K. R. to K. B> square^ 

W. , Q. B. to K. B, fourth square. 

13.. 

B. Q. to adversary's Q. fourth squMej 
W. 0. Kt. to adversary's Q. Kt, fourth 43q. 

14. 

B. Q. takes Q. Kt. P. 
W. Q. to adversary's K. Kt. fourth square^ 
and checks. 

15. 

B. Q. to K. B. third square; 

W. Q. B. takes Q; B. P. and checks. 

16. 

B. K. to his second square ; 
W. K.R. takes Q. 

k4 
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17. 

B. K. Kt. P. takes K. R. 
W. Q. takes K. B. and checks. 
White will easily win the game. 



FIFTH VARIATION OF THIS GAME, 

BEGINNING AT THE TENTH MOTE OF THE SECONJ> 
VAXUATION. . 

1. 

S. K. P. two squares ; 
W. The same. 

2. 
JS. K. B. to Q. B. fourth square ; 
W. The same. 

3. 

JB. Q. to adversary's K. R. fourth square ; 
W. Q. to K. second square. 

4. 
JB. K. Kt. to K. B. third square ; 
W. Q. P. one square. 

5. 
JB. K. Kt. to adversary's K. Kt. fourth sq; 
W. K. Kt. to K. B. third square. 
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6. 

B. K. B. takes I^. B. P. and checks ; 
W. K, to Q. square. 

7. 

B. Q. to K. R. fourth square; 
W. K. R. to K. B. square. 

8. 

B. K. B. tp Q. B, fourth square ; 
W. K. Kt. takes K, P. 

9- 
B. Q. takes K.Kt. 
W. K. B. takes K. B. P. and checks. 

10. 

B.^ K. to his second square ; 
W, Q. takes K. Kt. 

11. 

B. K. R. P. one square ; 

W. K. R. to adversary's K. B. fourth sq. 

12. 

jB. Q. to adversary's Q. fourth square ; 
W. Q. to K. R. fourth square, and checks. 

13. 
jP. K. Kt. P. two squares; 
W. Q. B. takes K. Kt P. and checks; 
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14. 

B. K. R. P, takes Q, B.— or {«). 
W. Q. takes P. and ckecks. 

15. 

jB. K. to his B. square* 

If he were to play K. to Q. third square, 

he would lose the Q. by your playing 

K. R. to his Q. fourth. 
W. K. B. to adversary's K. R. fourth sq. 

checking with the K. R. 

16. 

jB« Q. interposes; 

W. Q. takes Q. and check-mates the next 
' move. 

14. 
B. K. to his B. square ; 
W. Q. B. takes K. B. P. and checks. 

15. 

B. K. R. takes Q. B. , 

W. Q. to adversary's Q. square, and checks. 

16. 
B. K. to his Kt. second square ; 
W. Q. to adversary's K. Kt square, and 
check-mates. 
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SnUTH VARIATION OF THIS GAME, 

BEGINNING AT THE NINTH MOVE OF THE S]^COND 
VARIATION. 

1. 

jB. K. p. two squares ; 
W. The same. 

2. 

jB. K. B. to Q. B. fourth square ; 
W. The same. 

JB, Q. to adversary's K. R. fourth square ; 
W. Q. to K. second square. 

4. 

JB. K. Kt. to K. B. third square ; 
W. Q. P. one square. 

5. 

J5. K. Kt. to adversary's K. Kt. fourth sq. 
W, K. Kt. to K. B. third square. 

6. 

jB. K. B. takes K. B. P. and checks ; 
W. K. to Q. sqijare. 

7. 

JB. Q. to K. R. fourth square ; 
W. K. R. to K. B. square. 
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8. 

J?» K. B. to Q. B. fourth square ; 
W. K. Kt. takes K. P. 

9. 

S. K. Kt. to adversary's K. B. second sq. 

and checks ; — or (a). 
W. K. R. takes K. Kt. 

10. 

B. Q. takes K. Kt. 

W. K. B. takes K. B. P. and checks. 

11. 

S. K. to his Q. square ; 

W. K. R. to adversary's K. B. fourth sq. 

12. 

B. Q. to adversary's Q. fourth square ; 
W. Q. B. P. one square. 

18. 

J?. Q. to adversary's K. Kt. sq. and checks ; 
W. K, to Q. B. second square. 

14. 

jB. K. B. to K. second square ; 
W. K. Kt. P. one square. 
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16. 

JB. Q. to Q. Kt. third square; 

W. Q. B, to K. third square. 

White, having gained a Pawn with a bet- 
ter situation, ought certainly to win 
the game. 

(«> 

9. 

B. K. Kt. to adversary's K. third square, 

and checks ; 
W. Q. B. takes K. Kt. 

10. 
B. Q. takes K.Kt. 
W. K. R. to adversary's K. B. fourth square. 

11. 

B. Q. takes K. R. P.— or (J). 

W. K. B. takes K. B. P. and checks. 

12. 

B. K. to his second square ^ 
W. Q. B. to adversary's K. Kt. fourth sq. 
and checks. 

13. 

B. K. to his B. square ; 
W. Q. to K. B. square. 
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14. 

JB. Q. to her third square ; 
W. K, R. to adversary's Q. fourth square. 
White wiil easily win the game. 

11. 
B. Q. takes Q. Kt P. 
W. Q. to adversary's K. R. fourth square. 

12. 

JB. K. Kt. P. one square ; — or (c). 
W. K. B. takes K. B. P. and checks. ' 

13. 

J9. K. to his B. square ; — or (rf). 

Should he play K. to his Q. square, you 
must take K. B. with K. R. ias he dare 
not take your Queen in consequence 
of the threatened check-mate with your 
Q. B. 

W. K. B. takes K. Kt. P. checking with K. 
R. 

14. 
JB. K. to his Kt. square ; 
W. K. B. to adversary's K. B. second sq- 
and checks. 
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JB. K. to bis B. square ; 
W. K, B. to Q. B. fourth square, cbecking 
withK. R. 

16. 

jB, K. to his second square ; 
W. Q. to adversary's K. B. second square, 
and checks. 

17. 

J?. K. to Q. third square ; 

White check-mates in two' moves. 

12. 
S. . KL castles ; 
W. K. B. takes K. B, P. and checks. 

18. 

B. K. R. takes K. B. 

Were he to move the K. to his R. square, 
you should take hi» K. R. P. with your 
Q. and then check-mate witibi your K. 
R. 

W. Q. takes K, R. and checks. 

14. 
JS. K. to his R. square. 

White check-mates in two mov^s. 
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(rf). 

13. 

3i K. to his second square ; 
W. Q. to adversary's K. Kt. fourth square, 
and checks. 

14. 

B. K. to his B. square; — or [e). 
W. K. B. takes K. Kt. P. checking with K. 
R. 

15. 

S. K. to his Kt. square ; 

W. K. B. to adversary's K. B. second square, 

checking with the Q. and also with K. 

B. 

16. 

IS. K. to his B. square ; 

W. Q. to adversary's Q. square, and checks. 

17. 

J5* K. to his Kt. second sqiiare ; 
White check-mates in two moves. 

B. K. to his Q. third square ; 

W. K. R. checks at adversary's Q. fourth sq. 
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16. 

S. K. to Q. B. third square ; 
W. K. R. takes K. B. and checks. 
liVhite will check-mate in two moves. 



SEVENTH VARIATION OF THIS GAME, 

BBOINNINO AT THE SIXTH MOYB OF THE SXCONB 
VARIATION. 



S. K. P. two squares ; 
W. The same. 

2. 

S. K. B. to Q. B. fourth square ; 
W. The same. 

3. 

B. Q. to adversary's K. R. fourth square ; 
W. Q. to K. second square. 

4. 

jB. K. Kt. to K. B. third square ; 
W. Q. P. one square. 

5. 
B. K. Kt. to adversary's K. Kt fourth sq. 
W. K. Kt/to K. B. third square. 

VOL. II. L , 
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6. 

B. Q. takes K. B. P. and checks ; 
W. Q. takes Q. 

7. 

B. K. B. takes Q. and checks ; — or (a). 
W. K. to his second square. 

8. 

B. K. B. to Q. B. fourth square ; 
W. K. R. P. one square. 

9. 

B. K. Kt. to K. B. third square ; 
W. K. Kt. takes K. P. 

10. 

B. K. castles; 

W. K. R. to K. B. square. 

' n. 

B. Q. B. P. one square ; 

This is a bad move: he ought to have 
played his Q. P. one square. 
W. K. B. takes K. B. P. and checks. 

12. 
B. K. R. takes K. B. 

If he move his K. you must remove your 
K. B. 
W. K, Kt. takes K. R. 
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B. K. takes K. Kt. 

TV. K. P. one square, &c. 

White has decidedly the advantage. 

(«). 

7. 

B. K. Kt. takes Q. 

W. K. R. to K. B. square. 

8. 

B. K. Kt. to adversary's K. Kt. fourth sq. 
W: 'K. R. P. one square.] 

9. 

B. K. Kt. to K. B. third square ; 
W. K. Kt. takes K. P. 

10. 

B. K. castles ; 

W. K. B. takes K. B. P. &c. 



l2 
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* 




t 


W. 
B. 


I* 

K. p. two Bquarea; 
The same. 




2, 


W. 
B. 


Q. B. P. one square ; 

K. Kt. to K. B. third square. 



3. —J 

W. Q. to Q. B. second square ; 
B. K. B. to Q. B. fourth square. 

W. K. Kt. to K. B. third square ; 
JB. K. Kt. to adversary's K. Kt. fourth sq. 
Black loses the game by this move; he 

ought to have played Q. Kt. to Q. B. 

third, or Q. P. one square. 

5. 
W. Q. P. two squares ; 
B. P. takes P. 

6. 
W. Q. B. P. takes P. 

B. K. B. to adversary's Q. Kt fourth sq. 
and checks. 
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7. 
W. Q. Kt. to Q. B. third square; 
B. K. castles. 

8. 

W. K. R. P. one square ; 

B. K. Kt. to K. B. third square* 

9. 
W. Q. B. to adversary's R. Kt. fourth sq. 
B. K. R. P. one square. 

10. 
W. K. P, one square ; 
B. K, R. P. takes B. 

11. 
W. K.KttakesP. ^ 
B. K. B. takes Q. Kt. and checks, 

12. 
TT, Q, Kt. P. takes K. B, 
B. K. R. to K. square* 

13, 

W. K. B. to K. second squsLre ; 
B. K. Kt. to Q. fourth square. 

14. 

W. Q. to adversary's K. R. second square, 

and checks; 
B. K. to his B. square. 
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16. 

W. Q. to adversary's K. R. sq. and cbedks ; 
J5. K. to his second square. . 

16. 

W. Q. takes K. Kt, P. 
J3. K. R. to K. B. sqttare. 

17. 
W. K* B. to adversary's K. R. four& sq. 
B. Q, to K. sqnarp* 

18. 

W. Q. B. P. one square ; 
S. K. R. to K. Kt, square. 

19. 
W. Q. takes K. B. P. and checks ; 
J5. Q. takes Q. 

20. 
W. K. B. takes Q. 
JB. K. R. takes K. Kt. 

' 21. 
W. K. B. takes Kt. and must win. 
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T^intttmtb eamt. 



W. K. P. two squares ; 
B. The same. 

2. 



B. 


Q. B. P. one square ; 

K. B. to Q. B. fourth square ; 


B. 


3. 

K. Kt. to K. B. third square ; - 
Q. P. one square. 

4. - 

K. B. to Q. B. fourth square v 
K. Kt. to K. B. third square. 


w. 

B. 


w. 

B. 


5. 

K. castles ; 

K. Kt. takes K. P. 


1 


This is not a good move ; he should have 
played Q. Kt to Q. B. third square, 



or have castled. 

6. 
W. Q. to Q. R. fourth square, and checks ; 
B. Q. B. to Q. second square. 

ii4 
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7. 

W. K. B. takes K. B. P. and checks ; 
B. K. takes K.B. 

8: 

W. Q. takes K. Kt. 

B. Q. B. to its third square. 

9. 
W. Q. to Q. B. fourth square, and checks ; 
B. K. to his square. 

10. 

W. K. Kt. takes K. P. 
B. Q. P. takes K. Kt. 

11. 

W. Q. takes K. B. 

White has much the best of the game. 
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1. 

W. K. p. two squares; 
S, Q. P. two squares. 

2. 

W. K. P. takes Q. P. 
B, Q. takes K. P. 

3. 

W. Q. P. two squares ; 
J?. Q. to adversary's K. fourth square, and 
checks ; 

4. 
W. Q. B. to K. third square; 
B. Q. B. to K. B. fourth square. 

5. 
W. Q. Kt. to Q.B. third square; 
B, Q. takes Q. B. P. 

This move, which appears so good for the 
Black, is, in reality, a very bad one. 

6. 
W. Q. takes Q. 
B, Q. B. takes Q. 
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W. Q. R. to Q. B. square ; _ 
JB. Q. B. to K. B. fourth square. 

«. 
W. Q. Kt. to adversary's Q. fourth square. 
Black must lose, at least, a Rxiok for a 
Knight. 



FIRST VARIATION OF THIS GAME, 

BEGINNING AT THE THIRB MOVE OF THE WHITE. 

1. 



W. K. P. two squares ; 
B. Q. P. two squares. 

2. 

W. K. P. takes Q. P. 
B. Q. takes K. P. 

3. 

W. K. Kt to K. B. third square ; 

JBf. . Q. B. to adversary's K, Kt. fourth sq. 

4. 
W. K. B. to K. second square ; 



B. K. P. two squares. 
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W. K. castjes; 

-S. K. P. one square. 

6. 
W. Q. Kt. to Q. B., third square ; 
-S. Q. to K. third square. 

7. 
W. Q. Kt. takes K. P. 
-B. Q: takes K.Kt. 

8. 

W. K. B. to adversary's Q. Kt. fourth sq. and 

checks; 
-S. Q. B. P. one square. — or (a) 

9. 
W. K. R. to K. square ; 
B. Q. B. takes K. Kt. 

10, 
W. K. R. takes Q. and checks. 

It would be fully as good play to take Q. B. 
with your K. Kt. P. 
B. Q.B. takes R. 

11. 
W. Q. to K. second square ; 
-S. K. B. P. two squares. 

If he were to take your K. B. you must 
take his Q. B. and then his Q. Kt. P. 
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12. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. to K. second square. 

13. 

W. Q. P. one square ; * 

B. Q. B. to Q. fourth square. 

14. 
W. Q. B. to adversary's K. Kt. fourth sq* 
B. .Q. B. takes K. B. 

15. 

W. Q. P. takes Q. B. 
B. K. R. P. one square. 

16. 

W. Q; B. takes K. Kt. 
B. K. B. takes Q. B. 

17. 

W. Q. R. to K. square ; 
B. K. castles. 

18, . 
W. Q. takes K. B. . 
B. K. R. to K. B. second square. 

19. 
W. Q. to' adversary's Q. square, and checks ; 
B. K. to his B. second square. 
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20. 

W. K. R. to aiirersary's K. square; 
JB. K. R. to Q. second square. 

W. K. R* to adversary's K. R. square, and 

checks; 
jB. K. to his Kt. third square. 

22. 

W. Q. to adversary's K. square, and checks; 
B. K. to his B. third square. — or (ft). 

23. 

W. K. R. to adversary's K. B. square, and 

checks ; 
jB. K. to his Kt. fourth square. 

24. 
W. K. R. P. two squares, and checks ; 
B. K. takes the I^. 

25. 

W. K. Kt P. one square, and checks; 
B. K. to adversary's K. Kt. fourth square. 

W. K« to his Kt. second square ; 
B. K. R. to Q. third square. 
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27. 

W. K. B. P. one square, and checks.; 
jB. K. to his Kt fourth square. 

28. 

W. K. B. P. one square, and checks ; 
jB. K. to adversary's K. Kt. fourth square. 

29. 
W. Q. check-mates at K. second square. 



(«). 



8. 

W. K. B. to adversary's Q. Kt. fourth, sq. and 

checks; ^ 

JB. K. to Q. square. 

9. 
W. K. R. to K. square ; 
B. Q. B. takes K. Kt. 

10. 

W. K.R. takes Q. 
B. Q.B. takes Q. 

11. 

W. K. R.^ to adversary's K. square, sad 
check-mates. 
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22. 

W. Q. to adversary's K. square, and checks ; 
B. K. to his Kt. fourth square. 

23. 

W. K. R. P. two squares, and checks ; 
B. K. to adversary's K. Kt. fourth square. 

24. 

W. Q. to adversary's K. Kt. third square, 

and checks ; 
JB. K. to adversary's K. B* fourth ^Mjuare. 

25. 

W. Q. to K. Kt. third square, and checks ; 
JB. K. to adversary's K. fourth square. 

26. 
W. Q. to K. third square, and check-mates* 
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KING'S GAMBIT. 



He folhwmg Otme affords a good Spe&mem of Play, both 
for the Attack and Defence. 

1. 

W. K. P. two squares; 
B. The same. 

2. 

W. K. B. V. two squares ; 
B. P. takes P. 

3. 

W. K. Kt to K.B. third square; 
B. K. Kt. P, two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 
W. K. Kt. to adversary's K. fourth square; 
JS. Q. to adversary's K. R. fourth square, 
and checks. 

6. 

W. K. to his B. square ; 

B. The Gambit Pawn one square. 
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7. 

W. K. Kt. P. one square ; 
jB. Q. to adversary's K. R. third square, and 
checks. 

a 

W. K. to K. B. second square ; 
jB. Q. to adversary's K. Kt. second square; 
and checks. 

9. 

W. K. to his third square ; 

B. K. B. to K. R. third square, and checks. 

10. 

IF. K. to Q. third square ; 
JB. Q. P. two squares. • 

W. K. B. takes P. 

jB. Q. B. p. one square. 

12. 

W. K. B. takes K. B. P. and checks ; 
jB. K. to his second square. 

13. 

W. Q. to K. B. square ; 

jB. K. to his B. third square. 

VOL. II. M 



162 A TREATISE ON 

14. 

W. K. B. takes K. Kt. 
B. K. takes K. Kt. 

15. 

W. K. B. to Q. Kt. third square ; 
JB. K. R. to Q. square, and checks. 

16. 

W. K. to Q. B. third square; 

jB. K. B. to K. Kt. second square. 

17. 

W. Q. P. one square ; 
B. K. to Q. third square, checking with K. 
B. 

18. 

W. Q. P. one square ; 

B. K. to Q. B. second square. 

19. 

W. Q. B. to K. B. fourth sq. and checks ; 
B. K. to Q. Kt. third square. 

20. 
W. K. P. one square ; 
B. Q. R. P. two squares; 

21. 

W. Q. Kt. to Q. second square; 
B. K. to Q. R. second square. 
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W. Q; takes <2- 
B. P. takes Q. 

23. 
W. K. R. to K. Kt. squajre; 
B, Q. Kt. P. two squares. 

24. . 
W. Q. itt. to k. fourth square ; 
B. Q. B. to K. B. fourth square. 

2$. 

W. Q. R. to K. square ; 

B. Q. Kt to Q. R. third square. 

26. 

W, Q. R. P. one square ; 
B, Q. B. P. one squa^. 

27. 

W. Kt.takesQ. B. p. 
B, Q. R. to Q. B. square. 

28. 

W. K. B. to adyersary's K. B. second sq. 
B. Kt. takes Kt 

29. 
W. Q. P.takesKt 
B. Q. R. takes Q. P. and checks. 

m2 
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30. 

W. K. to Q. KttMrd square; 
JB. Q. R. takes Q. B. P. 

31. 

W. Q. R. to Q. B. square ; 
B. K. R. to Q. B. square. 

32. 

9F. R. takes R. 
B, R. takes R. 

33. 

W. K. B. to adversary's Q. fourth square ; 
B, R. to advearsary's K. second square. 

,34. 

W. R. takes P. 

B. R. to adversary's K. square. 

The game is even, as Black will win the 
K. P. 



THE 

MUZIO GAMBIT. 



m3 



THE MUZIO GAMBIT. 



In my Translation of Dr. Salvio's Work, pub- 
lished in 1713, will be found the first notice in 
an English Dress, of this Gambit, and an ac- 
count of its origin. The outline of the "Attack*' 
was sent to Salvio by a friend of his, Signor 
Muzio, whose name has, with great justice, 
been given to the whole Game. 

The anonymous Author of Philidor, of 
whom mention is already made in the Preface, 
s^peaking of this Gambit, has said that ^*none of 
the contintiations from Salvio's opening which 
are extant^ approach demonstration of the Pro- 
hlem whether the radical sacrifice of a Knight 
can be recovered against the most skilfiil coun- 
ter-play." Without attempting to guess at the 
meaning of this Editor, I hope I may be per- 
mitted to observe that a well played game is cer- 
tainly some approach towards demonstration: 
and, as I had given, at the conclusion of my 

m4 
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Translation of Salvio, three games which I con- 
sidered to be, at least, pretty well played, and 
which were . then,' and still afe, the only games 
extant in print on this Gambit, ind^endent of 
the Italian manner of castling ; my Readers may, 
perhaps^ be of opinion that the anonymous Editor 
might have spoken a little more candidly of this 
first attempt to analyse and to bring into notice 
in England, this most beautiful and instruct- 
ive of all Gambits; which was never taught ei- 
ther by Philidor or Verdoni ; though the lat- 
ter used to call it ^^his Gambit." 

I will not here repeat what has been said in the 
Preface respecting the Muzio Gambit: but I 
may be allowed to hope that the following games 
will contribute, and that in no trifling degree, to 
assist the Editor, before alluded to, in purifying 
the dross of those materials with which he threat- 
ens to favour the Public : and I will venture to 
add that they ought to be carefully studied by 
all players who are desirous of excelling in Chess ; 
not only on account of the intricate and beauti- 
ful combinations which arise and vary at almost 
every move; but also because the play of this 
Gambit will shew, in a 'stronger light than any 
other : — 1st, to him who has the "Attack," the 
advantage of bringing into play a greater num- 
ber of Pieces than his adversary ; — and, 2ndly, 
to the player of the "Defence," it will point out 
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how essential it is n/ot to lose a move; and how 
important to exchange Pieces in order to paralyse 
a powerful attack: for it may be asserted that 
the player who defends this Gambit will lose, if 
he does not carefully seek a very early exchange 
of Pieces ; or even that of a Piece for two Pawns. 



:^ltriBtt em». 



W. K. P. two squares ; 
B. Thesame. 

2. 

W. K. B. P. two squares ; 
B. K. P. takes P. 

3. 

W. K. Kt., to K. B. third square ; 
B. K. Kt. P. two squares, 

4. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 

W. K. castles; 

B. K. Kt. P. takes Kt. 

6. 

W. Q. takes P. 

B. Q. to K. second square. 

This move is very frequently, played with 
the view of protecting the K. B. P. 
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which will be attacked by three Pieces 
on the Gambit's Pawn being taken by 
the Queen; it also threatens a check on 
the Q; Bl fourth sq. at the same time 
attacking the K. B. It is not, however, 
the best move the Black can play. 
Q. to K. B. third square is much bet* 
ter, as will be afterwards demonstrated. 

7. 

W. Q. P. two squares ; (a) 

J3. Q. Kt. to Q. B. third square. 

8. 
W. Q. takes P. {b) 
B. Q. Kt. takes Q. P. 

* (a) It is better to move the Pawn two sqaares than to 
take the Gambit Pawn with the Q. as the Black, in that 
ease, would play bis Q. to the Q. B. fourth, checking joxxr 
K. and then take jonr K. B. — ^and attiiiough you might wki 
his K. R. by checking with your Q. at his K. fonlrth sq. 
yet yonr game would be greatly inferior to his. 

{h) If, instead of this move, you had played Q. B. P. 
one square to protect your K. P. he would have played 
hx% Q. Kt. to his K. fourth square, attacking your Q. aiiid 
K. B. and, on your taking the Kt. with your Q. P. he 
would have checked you with his Q« at her B. fourth sq. 
and have taken your K. B. which would very much hare 
weakened your attack. You might also have taken tbe 
Gambit Pawni with the Q. B. but it is belter to take, it with 
thcQ. 
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S. 


w. 


K. B. takes K. B. P. and checks ; 


B, 


K. to Q. square. 




10. 


W. 


Q. Kt. to Q. B. third square; 


B, 


K. Kt. to K. R. third square. 




11. 


W. 


Q. to K. Bw second sqtore; 


B. 


K. Kt. takes K. B. 



12. 

W. Q. takes Q. Kt 

1i. Q. to her B. fourth square- 

This move appears a very good one, as it 

seems to force an exchange of Queens; 

it is, however, Tery exceptionable. 

13. 

W. Q. B. to K. third square; 
IB. Q. to K. second square. 

14. 

W. Q. Kt. to adversary's Q. fourth square ; 
J?. Q. to K. third square. 

15. 

W. Q. takes K. R. 
B. K. Kt. takes Q. 
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16. 

W. K, R. takes K. B. and checjks; 
B. Q. interposes. 

17. 

W. Q. B. to adversary's K. Kt. fourth square, 
and check-mates. 



VARIATION OF THIS GAME, 

BBGINKINO AT THE FOURTEENTH MOVE OF THE BLACK. 

1. 

W. K. P. two squares ; 
J?. The same. 

• 2. 

W. K. B. P. two squares ; 
B. K.RtakesP. 

3. 

W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 

4. 
W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. oqie square. 

5. 
W. K. castles ; 
B. K. Kt P. takes Kt 
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W^ Q. takes p. 

J3. Q. to her K. second square. 

.7. 

W\ Q. P. two squares ; 

B. Q. Kt. to Q. B. tlurd square. 

8. 

W. Q. takes P. 

^.; , Q. Kt. takes Q. P. 

9. 

W. K. B. takes K. B. P. and cliecks; 
JB. K. to Q. square. 

10. 

W. Q. Kt. to Q. B. third square ; 
B. K. Kt. to K. R. third square. 

11. 
W. Q. to K. B. second square; 
B. K. Kt. takes K. B.—or (a). 

12. 
W. Q. takes Q. Kt, 
B. Q. to her B. fourtib square. 

13. 

W, Q. B. to K. ^bird square; 
B. Q. to K. second square. 
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W. K. P. two squares ; 
B. The same. 

2. 
fT. K. B. P. two squares \ 
B. K. P. takes P. 

3. 
W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 

4. 
W. k. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 

W. K; castles; 

B. K. Kt. P. takes Kt. 

6. 

W. Q. takes P. 

B. Q. to K. second square. 

7. 

W. Q. P. two squares ; 

B. Q. Kt. to Q. B. third square. 
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8. 

W. Q. B. takes the Gambit Pawn; 
B. Q. Kt. takes Q. P. 

9. 

W. Q. to adversary's K. R. fourth square; 
JB. Q. to her B. fourth square. 

10. 

W. Q. takes K. B. P. and checks ; 
B. K. to Q. square. 

11. 
W. Q. B. to adversary's K. Kt. fourth sq. 
and checks. 
If the Bkck Q. take the B. White willi 
check-mate by taking .K. B. and if he 
interpose the Q. or K. B. White will 
check-mate at adversary's K. B. sq. 
therefore — 
B. K. Kt. to K. B. third square. 





12. 


w. 


Q. B. takes K. Kt. and checks. 


B. 


K. B. interposes. 




13. 


W. 


Q. B. takes K. R. 


B. 


Q. Kt. to K. third square, and checks 




with the Q. 




n2 
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14. 

W. K. to K. R. square ; 
S. Q. takes K. B. 

15. 

W. Q. to adversary's K. Kt. sq. and checks ; 
JP. K. B. to its square. 

16. 

W. K. R. takes K. B. and checks; 
JB. K. to his second square. 

17. 

W. Q. Kt. to Q. R. thu*d sq. and White will 
easily win the game. 



VARIATION OF THIS GAME, 

BEGINNING AT T0E NiKTtt MOVE OF THB BLACK. 

1. 

W. K. P. two squares ; 
S. The same. 

2. 

W. K. B. P. two squares ; 
B. P. takes P. 

3. 

W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 
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W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

W. K. castles; 

B. K: Kt. P. takes Kt. 

6. 
IF. Q. takes P. 
B. Q. to K. second square. 

7. ' ■ 

W. Q. P. two squares ; 

B. Q. Kt. to Q. 6. third square. 

W. Q. B. takes the Gambit P. 
B. Q. Kt. takes Q. P. 

9. 

W. Q. to adversary's K. R. fourth square ; 
B. Q. Kt. to K. third square. 

10. 

W. Q. B. to adversary's^ K. fourth square ; 
B. Q. to her B. fourth square, and checks. 

11. 

W. K. to his R. square ; 
B. Q. takes K.B. 

n3 
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12. 


w. 


Q. takes K. B. P. and checks ; 


B. 


K. to Q. square. 




IS. 


W. 


Q. B. takes K. R. 


B. 


Most lose another Piece, and consequent- 




ly the game. 
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1. 

W. K. P. two squares ; 
JS. The same. 

W. K. B. P. two squares ; 
B. P. takes P. 

. 3. 

W' K. Kt. to K. B. third square ; 
JB: K. Kt. P. two squares. 

4. 

W. K. B. to B. fourth square;. 
S. K. Kt. P. one square. 

5. 

W. K. castles ; 
B. P. takes K. Kt. 

6. 

W. Q. takes P. 

B. Q. to K. second square. 

7. 
W. Q. P. two squares ; 

B. Q. Kt. to Q. B. third square ; 

n4 
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8. 

W. Q. B. P. one square ; 

B. Q. Kt. to K. fourth square. 

9. 

W. Q. P. takes Q. Kt 

J3. Q. to her B. fourth square, and checks. 

10. 

W. K, to his R. square ; 
B. Q. takes K. B. 

11. 

W. Q- B. takes the Gambit P. 
B. Q. P. one square. 

It would have been better to play Q. to 
K. third square. 

12. 

W. Q. Kt. to Q. R. third square ; 
B. Q. to K. third square. 

13. 

W. Q. Kt. to adversary's Q. Kt. fourth sq. 
B. Q. to her second square. 

U. 

W. Q. B. to adversary's K. Kt. fourtib sq. 
B. Q. P. takes P. 
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15, 

W. Q. R. to Q. square. 

If the Q. move to any square except K. se- 
cond, White will check-mate at ad- 
versary's Q. square, therefore — 

JB. Q. to K. second square. — or (a). 

16. 

There are few players who would not im- 
mediately take the Q. with Q. B. satis- 
fied with having gained such an advan- 
tage; the check-mate may, however, 
he forced in a masterly manner in two 
moves. 



w. 


Q. takes K. B. P. and checks ; 


B. 


Q. is compelled to t^ike the Q. 




17. 


W. 


Q. R. to adversary's Q. square, and check- 




mates. 




(«). 




15. 


W. 


Q. R. to Q. square ; 


B. 


K. B. to Q. third square. 




16. 


W. 


Q. R. takes K. B. 


B. 


Q. B. P. takes Q. R. 
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17. 

Wr Q. Kt. takes P. on Q. file, and checks. 
If the Black Q, take the Kt. White will 
check-mate by taking K. B. P. there- 
fore — 

3. K. to his B. square. 

18. 
W. Q. takes K. B. P. and checks ; 
B. Q. takes Q. 

19. 
W. K. R. takes Q. and check-mates. 
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1. 

W. K. P. two squares ; 
S. The same. 

2. 
W. K. B. P. two squares; 
B. K. P. takes P. 

3. 

W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 

W. K. castles; 

B. K. Kt. JP. takes the Kt. 

6. 

W. Q. takes P. 

B. Q. to K. second square, - 

7. 

W. Q. P. two squares ; 

B. K. B. to K. R. third square. 
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8. 

W. Q. B. takes the Gambit P. 
jB. Q. p. one square* 

9. 

W. Q. B. takes K. B. 
B: K.Kt. takes Q, B. 

10. 

W. Q. to adversary's K. R. fourth square ; 
B. ' Q. to K. B. square. 

11. 

W. K. R. to adversary's K. B. third square ; 
S. K. Kt. to its square. 

12. 

W. K. R. takes K. B. P. 
J3. Q. to K. R. third square. 

13. 

W. K. R. to adversary's K. B. square, and 
checks with Q. and R. 
If the Black take the R. White will check- 
mate at adversary's K. B. second sq. 
and, if he move the K. elsewhere. 
White will check-mate with the Q. at 
adversary's K. square. 
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VARIATION OF THIS GAME, 

BBGINNINQ AT THE EIGHTH MOVE OF THE BLACK. 

1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. B. P. two squares; 
B. K. P. takes P, 

3. 

W. K. Kt. to K. B. third square; 
B. K. Kt. P. two squares. 

4.. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square.^ 

5. 
W. K. castles ; 
B. K. Kt. P. takes the Kt. 

6. 

W. Q. takes P. 

B. Q. to K. second square. 

7. 
W. Q. P. two squares ; 
B. K. B. to K. R. third square. 
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a 

W. Q. B. takes the Gambit P. 
B. K. B. takes Q. B. 

9. 

W. Q. takes K. B. 

B. Q. Kt; to Q. B. third square. 

10. 
W. K. B. takes K. B. P. and checks ; 
jB. K. to Q. square. 

11. 
W. K. B. to adversary's K. R. fourth sq. 
B. Q. Kt. takes Q. P. 

12. 
W. Q. to adversary's K. B. sq. and checks ; 
B: Q. takes Q. 

13. 

W. K. R. takes Q. and checks ; 
B. K. to his second square. 

14. 

W. K. R. to adversary's K. sq. and checks: 
B. K. to Q. third square. 

15. 

W. Q. Kt. to Q. R. third square; 
B. Q. B. P. one square. 
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16. 

W. Q. R. to Q. square ; ' 
B. K. to Q. B. fourth squsure. 

17. 

W. Q. B. P. one square ; 
S. Q. Kt, to K. third square. 

18. 

W. K. B. to adversary's K. B. second sq. 
B. K. Kt. to K. R. third square. 

19. 

W. K. R. takes R. 
B. K. Kt. takes K. B. 

20. 

W. K. R. takes K. R. P. 

White has greatly the advantage. 
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1. 

'W. K. P. two squares ; 
S. The same. 

2. 

W. K. B- P. two squares ; 
jB. K. p. takes P. 

3. 

W. K. Kt to K. B. third square ; 
S. K. KtT. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
jB. K. Kt. P. one square. 

5. 

W. K. castles ; 

B. K. Kt. P. takes K. Kt. 

6. 
W. Q. takes P. 
B. Q. to K. second squai«. 

7. 
W. Q. P. two squares ; 
B, K. B. to K. R. diird square. 
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8. 

W. Q. B. P. one square ; 

B. Q. Kt. to Q. B. third square. \ 

9. 

W. Q. B. takes P. 
B. K. B. takes Q. B. 

10. 

W. Q. takes K. B. 
B. Q. P. one square. 

11. 

W. K. B. takes K. B. P. and checks ; 
B. K. to Q. square. 

12. 

W. Q. to K. Kt. third square. 
B. K. Kt. to K. R. third square. 

13. 
W. Q. to adverse K. Kt. second square ; . 
B. K. Kt. takes K. B. 

14. 

W. K. R. takes K. Kt. 
B. Q. to K. square. 

15. 

W. Q. to adversary's K. B. third square, and 

checks ; 
B. Q. Kt. to K. second square. 

VOL. II. O 
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18. 


w. 


K. R. takes Q. Kt. 


B. 


Q. takes K.R. 




17. 


W. 


Q. takes K. R. and checks; 




White has the best of ibfe game 
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Sbix^ iSraitir. 



1. 

W. K. P. two squares ; 
£. The same. 



W. K. B. P. two squares; 
B. K. P. takes P. 

W. K. Kt. to K. B. third square ; 
JB. K. Kt. P: two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
S, K. Kt. P. one square. 

5. 
W. K. castles ; 
B. K. Kt. P. takes K. Kt. 

.6. 

fT. Q. takes K. Kt P. 
B. Q. to K. second square. 

7. • 
W. Q. P. two squares ; 
B. Q. Kt. to Q. B. third square ; 
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8. 

W. Q. lakes the Gambit Pawn ; 
B. Q, Kt, takes Q. P. 

9. 

W. K. B, takes K. B, P. and checks; 
JS. K. to Q. square. « 

10. 

W. Q. to K. B. second square ; 
B. K. B. to K. Kt. second square. 

11. 

W. Q. Kt; to Q. B. third square; 
B. Q. B. P, one square. 

12. 

W. Q. B. to K. third square. 

If he were to play Q. to her B. fourth sq. 
by playing Q. R. to Q. square you 
would win a Piece; . and if, instead, 
he were to play Q. Kt. to its fourth sq. 
you must take the Q. Kt. with yours, 
and, on his taking your Q. Kt.' you 
would check-mate him in two moves ; 
therefore he plays — 

B. Q. Kt. to K. third square. 







13. 


w. 


K. B. takes Q. 


Kt. 


B. 


Q. takes K.B.- 


-or (a) 
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14, 
W. Q. B. to Q. fourth square ; 
JB. Q. to K. R. third square. 

15. 

W. K. P. one square; 

B. K. Kt. to EL second square. 

16. 

W. Q. Kt. to K. fourth square ; 
B. K. R. to K. B. square. 

17. 

W. Q. B. to adversary's Q. Kt. thhrd sq. land 
checks ; 

jB. K. to his square. 

Were he to take the Q. B. he would lose 
the Q. by your taking, first, the Q. R^ 
P. and checking ; and then^ playing 
your Q. Kt. to his Q. third square. 

18. 

W. Q. Kt. to adversary's Q. third square, and 

checks ; 
B. Q. takes Q. Kt. 

19. 

W. K. P. takes Q. 
B. K. R. takes Q, 

o3 
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20. 




w. 


Q. B. takes K. R. 






White has decidedly the better 


game. 




(a). 






13. 




w. 


K. B. takes Q. Kt. 




B. 


Q. P. takes K. B. 





14 



W. Q. B. to adversary's Q. B. fourth square ; 
B. Q. to her B. second square. 

15. 

tV. Q. R. to Q. square, and checks ; 

If the K. move to his square, or interpose 
the Q. B. White will check-mate in two 
moves; therefore the Black must lose 
the Q. and, c<^nsequ^itly, the game. 



THJfi G4BIP OF CHESS. I0& 



1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. B. P. two squares; 
B. K. P. takes P. 



W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
S. K. Kt. P. one square. 

6. 

W. K. castles ; 

JB. K. Kt. P. takes Kt. 

6. 

W. Q. takes P. 

JB. Q. to K. B. third square. 

04 
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7. 

W. Q. B. P. one square. 

J3. K. B. to K. R. third square. 

Instead of this move Black ought to play 
Q. Kt. to Q. B. third square; and, 
should White then advance Q. P. two 
squares. Black may take it with Q. Kt. 

8. 

IF. Q. P. two squares ; 

B. Q. Kt. to Q. B. third square. 

9. 

* W. K. P. one square ; 
B. Q. to K. Kt second square. 

10. 
W. Q. B. takesP. 
B. K. B. takes Q. B. 

11. 

W. Q. takes K. B. 

B. K. Kt. to K. R. third square. 

12. 

W. Q. Kt. to Q. second square . 
S. Q. Kt. to K. second square. 

13. 
W. Q. Kt. to K. fourth square ; 
B. Q. Kt. to K. Kt. third square. 



f 

I 
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14. 

W. Q. to adversary's K. Kt. fourth square ; 
This is a much better moTe than checking 
vrith the Kt. which, however, even many 
good players would do, as it would 
force the Black K. to move; it must 
however, be observed that the Black 
cannot castle without losing the game : 
indeed, he has no move to save the 
game. 

B. K. castles. — or (a). 

15. 
W. Q. Kt. to adv. K. B. third sq. and checks; 
S. K. to his R. square. 

16. 
W. Kt. to adversary's K. R. fourth square ; 
B. If he move Q. to K. Kt. square, you will 
check-mate in two-moves, therefore — - 
— : — K. B. P. one square. 

17. 
W. P. takes P. 
B. R. takes P. 

18. 
W. Kt. takes Q. and will easily win. 

14. 
W. Q. to adversary's K. Kt. fourth square } 
B. Q. P. one square. 
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W. Kt. to adversary's K. B. third square, 
and checks ; 

S. If the K. move to his B. square, you must 
play your Kt. to hi^ R. fourth square, 
and you will gain the Q. or check- 
mate; and if, instead, he move.K. to 
bis second square, you must play your 
Kt. to his R. fourth square, and you 
will win the Q. therefore he plays — 

^ K. to Q. square. 

16. 

W. Kt. to adversary's K. R. fourth square, 

checking with the Q. 
JB. K. B. P. one square. 

17. 

W. P. takes K. B. P. 
S.' Q. to K. B. square. 

18. 

W. P. to adversary's K. B, second sq. and 

checks with the Q. 
S. Kt. to K. second square. 

19. 

W. Q. to adversary's K. B. third square; 
B. K. Kt. to adversary's K. Kt. fourth sq. 

f 
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W. Q. takes K. R. 
B. Q. takes Q. 

21. 

W. P. on B. file one square, becomes a Q. 

and checks ; 
B. Q. takes Q. 

22. 

W. R. takes Q. and checks ; 
B. K. to Q. second square. 

White has decidedly the advantage. 



VARIATION OF THIS GAM^, 

BEGINNING AT THB TWEI,FrH MOVE OF TUB BLACK. 

W. K. P, two squares ; 
J?. The same. 

2. 

W^ K. B. P. two squares ; 
B. P. takes P. 

W. K. Kt. to K. B. third square ; 
jB. K. Kt. P. two squares. 
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4; 

W. K. B. to Q. B. fourth square; 
J5. K, Kt. P. one square. 

5. 

W. K. castles; 

B. K. Kt. P. takes Kt. 

6. 
W. Q. takes P. 
J3. Q. to K. B. third square. 

7. 

S. Q. B. P. one square. 

J3. K. B. to K. R. third square. 

8. 
W. Q. P. two squares ; 
R Q. Kt. to Q. B. third square. 

W. K. P. one square ; 

B. Q. to K. Kt. second square. 

10. 
W. Q. B. takes the Gambit P. 
B. K. B. takes Q. B. 

11. 
B. Q. takes K. B. 
B. K. Kt. to K. R. third square. 
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12. 

W. Q. Kt. to Q. second square ; 
B. Q. Kt. to Q. square 

13. 

W. Q. Kt. to K. fourth square ; 
B. K. castles. 

14. 
W. Kt. to adversary's K. B. third sq^ and 

checks; 
B. K. to his R. square. 

15. 

W. K. R. to K. B. third square; 
B. Q. Kt. to K. third square. 

16. 

W. K. B. takes Q.Kt. 
B. K. B. P. takes K, B. 

17. 
W. K. R. to K. Kt. third square ; 
W. Q. to K. B. second square. 

18. 
W. Q. takes K. Kt. 
B. Q. P. one square. 

.19. 

W. K. R. to its third square ; 
B. Cannot avoid being check-mated in two 
moves. 
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i5i0titl^ isifamr. 



W. K. P. two squares ; 
S. The same. 



iV. K. B. P. two squares ; 
B. K, P. takes P. 

3. 

W. K. Kt. to K. B. third square; 
J3. K. Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 

W. K. castles; 

B. K. Kt. P. takes Kt. 

6. 
W. Q. takes P. 
jB. K. B. to K. R. third square. 

7. 

W* Q. P. two squares ; 

JB. Q. to K. B. third square* 
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W. K. p. one square ; 

B. Q. to K. B. fourth Square,* 



9- 



W. Q. Kt. to Q. B. third square ; 
JJ. Q. B. P. one square. 

10. 

W. Q. Kt to K. fourth square ; 
JB. K. B. to its square. 

W. Q. B. takes the Gambit P. 
JB. Q. P. two squares. 

12. 

W. K. P. takes Q. P. 

B. K. B. to K. Kt. second square* 



* The two last mcmeB of the Black show t«ry fbmhlylioVr 
neoeitoiify it is not to transpose ^sm'v^; lie.ottg;ht t& have 
played, on the 6th move, the Q. to K. B. third, this would 
have prevented White from playing Q. P. two squares ; 
and, had it heen played one square, Black would have 
played very properly K. B. to K. R. third square ; White 
could not then have advanced K. P. with any success. 



208 A TREATISE ON 

13. 

W. Q. to K. third square : 
W. Q. B. to K. third square. 

14. 
W. P. to adversary's Q. second square, and 

checks; 
JS. Is compelled to take the Pawn \rith the 
' K. to avoid losing the Q. 
15. 

W. Q. B. takes a Kt. 

JB. Q. to K. Kt. third square. 

16. 

W. Kt. to adversary's Q. B. fourth square, 

and checks ; 
JB. K. to Q. B. square. 

17L 

W. Kt. takes Q. B. 
J5- P. takes Kt. 

18. 
W. Q. B. to K. fourth square. 

White has decidedly the best of the game. 
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1. 

W. K. P. two squares ; 
B. The same. 

V 

2. 
W. K. B. p. two squares ; 
B. K. P. takes P. 

3. 

W. K. Kt. to K. B. third square; 
B. K. Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
B. K. Kt. P. one square. 

5. 
W. K. castles; 
B. K. Kt. P. takes K. Kt. 

6. 

W. Q. takes P. 

B. K. B. to K. R. third squara 

7. 

IF. Q. P. two squares ; 

B. Q. to K. B. third square* 

VOL. II. P 
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8. 

W. K. P. one square ; 

JB. Q. to K. B. fourth square. 

9. 

W. K. B. to Q. third square; 
B. Q. to K. Kt. fourth square. 

10. . 

' W. Q. Kt. to Q. B. third square ; 
JB. * K. Kt. to K. second square. 

11. 
W. Q. Kt. to K. fourth square ; 
JB. Q. to adversary's K. R. fourth square. 

12. 

W. Q. B. to Q. second squar^ 
B. K. Kt. to Q. B. third square. 

Were he to castle, you would win his Q. 
by playing your Q. B. to K. square. 

13. 

W. Q. B. to K. square ; 
B. Q. to K second square. 

14. 

W. Q. to adversary's K. R. fourth square ; 
B. Q. to K. B. square. 
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15. 

W. Q. P. one square ; 

B. K. Kt. to K. second square. 

16. 
W. Q. P. one square ; 
B. K. Kt. to its third square. 

17. 

W. Q. P. takes Q. B. P. 

B. Q. Kt. to Q. B. tliird square. 

18. 

W. Kt. to adversary's Q. third square, and 

checks ; 
B. K. to his second square. 

19. 

W. Kt. to adversary's K. B. fourth square, 

and checks ; 
B. K. to his square. 

20. 

W. Kt. takes K. B. 
B. Q. Kt. takes K. P. 

21. 
W. K. B. takes K. Kt. 
B. Q. Kt takes K. B. 

p2 
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22. 

W. Qi B. to its third square; 
J?. K. B. P. one s^juare. 

23. 

W. Q. R, to K. square, and checks; 
jB. Is compelled to interpose the Q, 

24. 

W. Q. B, takes K. B. P. 
S. Q. takes R. 

25. 

W. R. takes Q. and checks; 
S. K. to his B« tsquare. 

26. 
W. Q. to adversary's Q. .B. fourth square, 
and checks ; and, in two moves, checks 
mates. 
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1. 

W. K. P. two squares ; 
B. The same. 

2. 

W. K. B. P. two squares; 
B. K. P. takes P. 

8. 

IT. K, Kt. to K, B. third square ; 
j?> K. Kt. P. two squares. 

4. 
W. K. B. to Q. B. fourth square { 
B. K. Kt. P. one square. 

A. 
W. K. castles ; 
B. K. Kt. P. takesP. 

6. 
W. Q, takes p. 
B. Q, to K. B> third square. 

7. 

W. Q. P. one square ; 
B. K. B. to K. R. third square* 

p3 
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8. 

W. Q. B. to Q. second square ; 

J3. Q. to adversary's K. H. fourth square. 

W. Q. Kt. to Q. B. third square ; 
J5. Q. B, P. one square. 

10. . 

W. K. P. one square ; 

J3. K. Kt. to K. second square. 

11. 

W. Q. Kt to K. fourth square; 
B. K. Kt. to K. B. fourth square. 

If, instead of this move,, he had castled, 

you would have won his Q. by playing 

your Q.^B. to K. square. 

12. 

W. Q. B. to K. square ; 
S. Q. to K. second square. 

13. 

W. Q. to adviersary's K. R. fourth square; ' 
JB. K. Kt. to adversary's K. third square. 

14. 

W. K. Kt. to adversary's Q. third square, 

and checks ; 
JB. K. to his B. square. 
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15, 

W. Q, takes K. B. and checks ; 
B. K. to his Kt. square. 

16. 
W. K. B. takes K. B. P, and checks ; 
B. Q. takes K.B. 

17. 

W. Kt takes Q. 

B. K. Kt. takes K. R. 

18. 

W. Q. to adversary's K. B. third square ; 
B. K. R. P. two squares. 

19. 

W. Q. to adversary's K. Kt. third square, 

and checks.; 
B. K. to his B. square. 

20. 

W. Kt. takes R. and wins the game in a few 
moves. 



p4 
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1. 

W. K. p. two Squares i 
B. The same. 

2. 

W. K. B. P. two squares ; 
S. K. P. takes P. 

W. K. Kt. to K. B. third square; 
B. K. Kt. P. two squares. 

4. 

W. K. B. to Q^ B. fourth squ^e ; 
B. K. Kt. P. one square. 

5. 

W. K. castles ; 

B, K. Kt. P. takes K. Kt. 

. 6. 

W. Q. takes P. 
B. Q. to K. B. third square. 

7. 

W. Q. P. one square ; 

B. K. B. to K. R. third square. 
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W. Q. Kt. to Q. B. third sqnare ; 
B. Q. B. P. one square. 

It would be better to play K. Kt. to K. 

second square. — See 1st- game of the 

defence, page 224, 

9. 
W. Q. Kt. to K. second square ; 
-B. K. Kt. to K. second square. 

10. 

W. Q. B. takes Gambit P. 
B. K. B. takes Q. B. 

11. 
W. Q. Kt. takes K. B. 
B. K. castles. 

12. 

W. Q. to adversary's K. R. fourth square ; 
B. K. Kt to its third square. 

13. 

W. Kt. to adversary's. K. third square ; 
B. Q. to K. fourth square. 

14. 
W. K. R. to adversary's K. R. fourth sq. 
B. Q. takes Q. Kt P. 
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15. 

W. Kt. takes K.R. 

B. fi. takes Q. R. and checks. 

16. 

W. K. R. to K. B. square ; 
B. Q. to adversary's Q. fourth square, and 
checks. 

17. 

W. K. to K. R. square ; 

B. Q. to K. Kt. second square. 

18. 

W. K. R. takes K. B. P. 

If the Q. check at adversary's Q. R. square. 
White will interpose K. R. checking 
at the same time with K. B. and will, 
of course, win the Q. and, if the Q. 
take the R. White will check-mate in 
two moves, therefore the Black plays 

Q. to K. R. square. 

19. 

TT. R. takes K. R. P. and checks with K. B. 
B. K. takes Kt. 

20. 

W. R. takes Q. and checks ; 
B. K. to his second square* 



THE GAVE OF CH£8S« 219 

2L 

W. Q. takes K.Kt 
JB. Q. P. two squares* 

22. 

W. R. to adversary's K. square^ and checks; 
JB. K. to Q. second square. 

23. 

W. Q. to adversary's K. B. second square, 

and checks ; 
S. K. to Q. third square. 

24. 

W. Q. to adversary's K. second square, and 
check-mates. 
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1. 

W^ K. P. two squares ; 
S. The same. 

2. 
W» K. B. P. two squares ; 
JB. K. P. takes P. 

3. 

W. K. Kt. to K. B. third square ; 
S. K. Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square; 
S. K. Kt. P. one square. 

W. K. castles; 

B. K. Kt. P. takes Kt. 

6, 

W. Q. takes p. 

S. Q. to K. B. third square. 

7. 

W. Q. P. one square ; 

S. K. B. to K. R* third square^. 
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W. Q. Kt. to Q.B. third square; 
J3. K. Kt. to. K. second square. 



W. Q. Kt. to adversary's Q. Kt. fourth sq. 
JB. Q. Kt. to Q. R. third square. 

10. 

TV. Q. P. one square ; 
J5. Q. B. P. one square. 

The Black loses the game by this move; 
he ought to have played Q. P. one sq. 

11. 

W. K. P. one square ; 

J3. Q. to adversary's K. R. fourth square. 

12. 

W. Q. Kt. to adversary's Q, third square, and 

checks ; 
JB. K. to his B. square. 

13. 
W. Q. Kt takes K. B. P. 
B. K. R. to K. Kt. square. 

14. 
W. Q. Kt. takes K. B. 
B. Q. takes Q. Kt. 
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15. 
W. Q. 6. takes the Gambit P. 
B. Q. to K. Kt. third sqaare. 

16, 

W. Q. B. to adversary's K. R. third square, 

and checks with Q. and Q. B. 
S, K. to his square, 

17, 

W. Q, to adversary's K> B. sq. «nd checks ; 
B. R. takes Q. 

18. 
W. K. ll. takes R.. and check-mates. 



Defence against the Attack 

OF tHB 

MUZIO GAMBIT. 

(THE BLACK MOVING FIRST), 



1. 

S. K. P. two squares ; 
W. The same. 

2. 

S. K. B. P. two squares ; 
W. K. P. takes P. 

3. 

JS. K. Kt. to K. B. third square ; 
W. K. Kt. P. two squares. 

4. 
3. K. B. to Q. B. fourth square; 
W. K. Kt. P. one square. 

5. 

S. K. castles; 

W. K. Kt. P. takes Ktv 
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B. Q. takes P. 

W. Q. to K. B. third square. 

This move is much superior to Q, to K. se- 
cond square; the principal advantages 
you derive from it are, its preventing 
your adversary from advancing Q. P. 
two squares, and its defending the 
Gambit P. which he cannot take with- 
out an exchange of Queens. 

7. 

JB. Q. P. one square ; 

W. K. B. to K. R. third square. 

You cannot do better than defend the Gam- 
bit P. which cannot be taken by him 
without an exchange of Queens ; and 
it is evident that as long as the Gam- 
bit P. remains oh his K. B. file, he 
cannot attack your K. B. P. with his 
Q. and Jl. 

a 

S. Q. Kt to Q. B. third square ; 

W, K. Kt. to K. second square. 

It is better to play the K. Kt. than Q. B- 
P. one square, as it enables you to 
add to the defence of the Gambit P. 
by playing it to its third square, should 
he add to his attack on that P. by 
moving his Q. Kt. to K. second sq. 
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9. 

B. . Q. B. to Q. second square ; 
W. Q. Kt. fo Q. B. third square. 

10. 

JB. Q. Kt. to adversary's Q. Kt. fourth sq. 
W. Q. Kt. to K. fourth square. 

11. 

\B. Q. to K. B. second square. 

If he had taken your Q. B. .P. with his 
Q. Kt. he would have lost a Piece, 
W. K. to Q. square. 

12. 

B. Q. B. to its third square ; 
W. K. Kt. to Q. B. third square. 

13. 

B. K. B. to Q. Kt. third square ; 
W. Q. P. one square. 

14. 

B. Q. P. one square ; 

W. Q.'Kt. to adversary's K. Kt. fourth sq. 

15. 
B. Q. to K. square ; 
W. Q. to K. Kt. third square. 

It would be rather better to play Q. to K. 
Kt. fourth square. 

VOL. II. Q 
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16. 


B. 


Q. B. to Q. second square ; 
Q. R. P. one square. 




17. 


B. 
W. 


Q. P. oae square ; 

K. Kt. to K. fouith square. 




18. 


B. 
W. 


Kt. to Q. fourtii square; 

Q. Kt. to adversary's K. third square. 




19. 


B. 
W. 


Q. B. takes Kt 
P. takes Q. B. 



20. 

JB. Q. R. to Q. square ; 
W. Kt. to adversary's K. Kt. fourth square. 
White has considerably the best of the 
game. 
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1. 

S. K. P. two squares ; 
W. The same. 

2. 
S. K. B. P. two squares; 
W. K. P. takes R 

' 3. 

JB. K. Kt. to K. B. third square; 
W. K. Kt. P. two squares^ 

S. K. B. to Q. B. fourth square; 
W. K. Kt. P. one square. 

5. 
B. K. castleii ; , 
W. K. Kt. P. takes K. Kt. 

6. 
B. Q. takes P. 
W. Q. to K. B. third square. 

7: 
B. K. P. one square ; 

W. Q. takes K. P. 

q2 
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8. 

B. Q. P. one square ; 

W. K. B. to K. R. third square. 

9. 

S. Q. Kt. to Q, B. third square ; 
W. K. Kt. to K. second square, 

10. 

S. Q. Kt. to K. second square ; 
W. Q. P. two squares. 

This is a better move than K. Kt. to its 
third square, as you oblige the Black 
to remove his K. B. and, at the same 
time, you make room for your Q. B. 

11. 

JB. K. B. to Q. Kt. third square ; 

W. K. R. to K. Kt. square. 

As his K. B. no longer attacks your K. B. 
P. it is not so material to defend the 
Gambit P. TKis move is, therefore, bet- 
ter than K. Kt. to its third square, as 
it "enables you to attack his Q. with 
your Q. B. 

12. 

JB. Kt. takes the Gambit \P. 

W. Q. B. to adversary's K. Kt. fourth sq. 
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13. 

B. Q. to K. 6. second square ; 
W. Q. B. P. one square. 

14. 
B. Kt. takes Q. P. 
W. Q. B. P. takes Kt. 

15. 
B. Q. takes K. B. P. and checks ; 
W. K. fo Q. square. 

16. 

B. Q. B. takes K. B. 

W. Q. B; to adversary's K, R. third squaije. 

17. 

B. K. R. to K. B. second square ; 
W. Q. Kt. to Q. B. third square. 

18. 

B. Q. B. to K. B. fourth square ; 
W. Q. to K. third square. 

19. 
B. Q. to adversary's K. R, fourth square ; 
W. Q. to adversary's K. Kt fourth square. 
White has much the best of the game. 



q3 
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1. 

JB. K. P. two squares ; 
W. The same. 

3. 

B. K. B. P. two squares ; 
W. K. P. takes P. 

3. 
3. K. Kt. to K. B. third square; 
W. K.. iLt. P. two squares. 

4. 

B. K. B. to Q. B. fourth square ; 
W. K. Kt P. one square. 

5. 
JS. K. castles; 
W. K. Kt. P. takes Kt. 

6. 

B. Q. takes P. 

W. Q. to K. B. .third square. 

7. 

B. K. P. one square ; 
W. Q. takes K. P. 
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8. 

B. Q. P. one square ; 

W. K. B. to K. R. third- square. 

9. 
jB, Q. B. to Q. second square ; 
W. K. Kt. to K. second square. 

10. 

B. Q. B. to Q. B. third square ; 

W. Q. to Q. B. fourth square, and checks. 

11. 

B. K. to K. R. square ; 
W. K. R. to K. Kt. square. 

You might also have moved the R. to K. 

B, square ; but it is more attacking to 

play it to K. Kt, square. 

12. 

B. Q. Kt to Q. second square ; 
W. Q. P. two squares. 

13. 
B. Q. to adversary's K. R. fourth square ; 
W. Q. to her third square. 

14. 
B. K. B. to Q. Kt. third square ; 
W. Q. B. to adversary's K. Kt. fourth sq. 

q4 
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15. 

B. Q. to K. R. fourth square ; 
W. Q. Kt. to Q. B. third square. 

16. 
JB. Q. R. to K. square ; 
W. K. castles. 

White has decidedly the best of the game. 
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h 

B. K. P. twp squares ; 
W. The same. 

2. 

B. K. B. P. two squares ; 
W. K. P. takes P. 

3. 

B. K. Kt. to K. B. third square \ 
W. K. Kt. P. two squares. 

,,4. 
B. K. B. to Q. B. fourth square ; 
W. K. Kt. P. one square. 

5. 

B. K. castles ; 

W. K. Kt. P. takes K. Kt, 

6. 

B. Q. takes P. 

W. Q. to K. B. thhrd square. 

7. . > 

B. , K. P. one square ; 
Wi Q. takes P. 
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a 

B. Q. P. one square ; 

W. K. B. to K. R. third sqsaite. 

9. 

S. Q. B. to Q. second square ; 
W. K. Kt. to K. second square. 

10. 

S. Q. Kt. to Q. B. third square; 
W. Q. B. P. one square. 

11. 

S. Q. Kt. to K. fourth square ; 
W. Q. P. two squares. 

12. 

S. Q. B. to its third square ; 
W. Q. P. takesKt. 

13. 

B. Q. B. takes Q. 
W. P. takes Q. 

14. 

B. Q. B. takes K. R. 
W. P. takes K. Kt. P. 

15. 

B. K. takes P. 

W. Q. B. to K. third square. 
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B. 
W. 


Q. R. to K. square ; 
Q. B. takes K. B. 




17. 


B. 
W. 


Q. P. takes Q. B, 

Q. Kt. to Q. second square. 




18. 


B. 
TV. 


Q. B. to adversary's K. fourth square ; 
Q. Kt. takes Q. B. 




19. 


B. 

w. 


Q. R. takes Kt. 
K. to his B. square. 
White has the best of the game. 
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1. 

S. K. P. two squares ; 
W. The same. 

2. 

S. K. B. P. two squares ; 
W. K. P. takes P. 

3. 

JB. K. Kt. to K. B. third square ; 
W. K. Kt. P. two squares. 

4, 

S. K. B. to Q. B. fourth square ; 
W. K. Kt. P. one square. 

6. 
S. K. eastles; 
W. K. Kt. P. takes Kt. 

6. 

B. Q. takes P. 

W. Q. to K. B. third square 

7. 

JB. Q. P. one square ; 

W. K. B. to K. R. third square. 
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8. 

B. Q. Kt. to Q. B. third square ; 
W. K. Kt. to K. second square. 

9. 

JB. Q. B. to Q. second square ; 
W. Q. Kt. to Q. B, third square. 

10. 

B. Q. to adversary's K. R. fourth square ; 
W. Q. to K. Kt. third square. 

11. 

B. Q. takes Q. 
W. K.Kt. takes Q. 

12. 

B. Kt. to adversary's Q. fourth square ; 
W. K. to Q. square ; 

13. 

B. Q. B to its third square ; 
W. Q. Kt. to K. fourth square. 

14. 

B, Kt. to adversary's K. B. third square ; 
W. Q. P. one square. 

15. 
B. Kt. to adversary's K. R. fourth square ; 
W. Q. B. to K. third square. 

White has considerably the advantage. 
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Sbixt^ ^wm^ 



1. 

Jf. K. P. two squares ; 
W. The same. 



H. K. B. P. two squares; 
W. K. P, takes P, 

i?. K. Kt. to K. B. third square ; 
W. K. Kt. P. two squares. 

4. 

jB. K. B. to Q. B. fourth square ; 
W. K. Kt. P. one square. 

5. 
B. K. castles ; 
W. K.Kt. P.takesKt. 

6. 

B. Q. takes P. 

W. Q^ to K. B. third square. 

7. 

B. <J. P. one square ; 

W. K. B. to K. R. third square. 
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It. Q. B. to Q. second square ; 
W. Q. Kt to Q. B. third square. 

9. 

JB. Q. B- to Q. B. third square; 

W. Q. Kt. to K. fourth square. 

You might also have played Q. Kt. to ad- 
versary's Q. fourth square; but it is 
letter to play tiie Kt. to your K* 
fourth square, as it attacks the K. B. 
as well as the Q* 





10. 


B. 


Q. B. takes Q. Kt. 


W. 


Q. takes Q, B. 




11. - 


B. 


Q. Kt. to Q. B. third sqyare ; 


W. 


K. Kt. to K. second square. 




12. 

1 


B. 


Q. Kt. to adversary's Q. Kt. fourth sq. 


W. 


Q. to her B. fourth square, and checks. 




13. 



B. K. to K. R. square ; 
W. Q. R. P. one square. 

Had you moved Q. B. P. one. square, he 

would have advanced Q. P. ^ne sq. 

and you could not have taken his K. 
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B. with your Q. as he might then 
check both your K. and Q. with his 
Kt at your Q. third square* 

14. 



B. 
W. 


Q. Kt. to Q. B. third square; 
Q. P. one square. 




15. 


B, 


Q. R. to K. square ; 

Q. to K. Kt. fourth square. 




16. 


B. 

w. 


K. P. one square ; 
Q. P. takes P. 




17. 


B. 

w. 


Q. Kt. to K. fourth square ; 
Q. to K. Kt. second square. 




18. 


B. 
W. 


Q. to adversary's K. R. fourth stjnare; 
K. R. to K. B. square. 




19. 


B. 
W. 


Q. P. one square ; 

Q. B. to Q. second square. 




20. 


B. 

w: 


Q. P. take* P. 
K. castles. 
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21. 



23, 



21. 

S. Kt. to adversary's K. B. third square; 
W, Q. B. to K. third square. 

22. 

S. K. B. to Q. third square ; 
W. Kt. to Q. fourth square. 

B. Kt. takes Kt. 
W. Q. B. takes Kt. 

24. 

S. K. R. to K. B. secoud square; 
W. K. R. to K. Kt. square. 

25. 

S. Q. to K. second square ; 

W. K. B. to K. Kt. fourth square. 

White has decidedly the. best of the game. 



VOL. II. 
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1. 

B. K. P. two squares ; 
iv. The same. 

2. 

JB. R. B. P. two squares; 
W. K. P. takes P. 

3. 

S. K. Kt. to K. B. third square ; 
W, K. Kt; P. two squares. 

4. 

S. K. B. to Q. B. fourth square ; 
W. R. Rt. P. one square. 

5. 

S. R. castles ; 

W, R.Rt. P, takes R.Rt. 

6. 

B. Q. takes P. 

W. Q. to R. B. third square. 

7. 

B. Q. P. one square ; 

W. R. B. to R. R. third square. 
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8. 

3. Q.B. to Q. second square; 
W. Q. Kt. to Q. B. third squaKf. 

B. Q. B. to its third square ; 
W. Q. Kt. to K. fourth square. 

10. 

IB. Q. to adverse K. R. fourUi square ; 
W, Q. P. one square. 

11. 
B. Q. B. takes Kt. 
W. P. takes Q. B. 

12. 

B. K. B. takes K. B. P. and checks ; 
W. Q. takes K. B. 

13.' 

B. Q takes the P. and checks ; 
W. K. to his B. square. 

B. Q. takes K. R. 

W. K. B. to K. Kt. second square. 

15. 

B. Q. takes K. R. P. 

W. K. B. to adversary's Q. fourth square, 
and checks, winning the Q. and, con- 
sequently, the game. 

r2 
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1. 

jB. K. P. two squares ; 
W. The same. 

2. 

-B. K. B. P. two squares ; 
W. K. P. takes P, 

3, 
B. K. Kt, to K. B. third square ; 
W. K. Kt. P. two squares. 

4. 

J5. K. B. to Q. B. fourth square; 
W. K. Kt. P. one square. . 

5. 

J5. K. castles; 

W. K. Kt. P. takes K. Kt. 

6. 

B. Q. takes P. 

W. Q. to K. B. third square. 

7. 

B. Q. P, one square ; 

W. K. B to K. R. third square. 
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8. 

S. Q. Kt. to Q. B. third square ; 
W. K. Kt. to K. second square. 

9- 
S. Q. Kt. to K. second square ; 
W. K. Kt. to K. Kt. third square. 

10. 

£1. Q. to adversary's K. R. fourth square ; 
W. Q. to K. Kt. fourth square. ' 

This is not so good a move as K. B. to K. 
Kt. fourth square. 

11. 

B. Q. Kt takes the Gambit P. 
W, Q. takes Q. 

12. 

B. Q. Kt. takes Q. 
W. K. B. takes Q. B. 

13. 

B. K. B. takes K. B. P. and checks ; 
W. K. to his second square. 

14. 

B. Q. R. takes K. B. 

White has rather the advantage. 
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1. 

S. K, P. two squares ; 
W. The same. 

2. 

B. K. B. P. two squares; 
W. K. P, takes P. 

3. 

JB. K. Kt. to K. B. third square; 
W. K. Kt. P. two squares. 

4. 

J5. K. B. to Q. B. fourth square ; 
W. K. Kt. P. one square. 

5. 
JB. K. castles; 
W. K. Kt. P. takes K. Kt. 

6. 

J5. Q. P. two squares. 

This is not so attacking a move as takings 
the P. with the Q. If the defence be 
not, however, correctly played, it ra- 
ther increases the attack. 

W. Q. P. two squares. 
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B. 


7. 

K. P. takes P. 


W. 


Q. B. to adversary's K. Kt. fourth square. 




a 


B. 


K. R. to K. B. second square ; 



W. K. B. to Q. third square. 

9. 

B Q. Kt. to Q. second square ; 
W. K. Kt. to K. B. third square. 

10. 
B. Q. Kt. takes P. on adt. B. file; 
W. K. Kt, to adversary's K. fourth square. 

11. 



B, 


Q. to K. s<][uare ; 


W. 


Q. to K. second square. 




12. 


B. 


K. R. to K. second square ; 


W. 


K. B. P. two squares. 




13. 


B. 


K. B. to Q. third square ; 


W. 


Q. to K. Kt. second square. 




14. 


B. 


K. B. takes Kt. 


W. 


P takes B. 




r4 
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15. 

B. K. R. takes P. and checks ; ' 
W, K. to Q. square, 

16. 

H. Q. to K. R. fourth square, and checks ; 
W, KL. to Q. B. square. 

17. 

B. Kt. to adversary's K. fourth square ; 
W. Q. B. to Q. second square. 

18. 

B. Q. B. takes the Gambit P, 
W. Q. Kt, P. one square. 

19. 
B. Q. to adversary's K. R. fourth square ; 
W. K. to Q. Kt. second square. 

There is no considerable advant9.ge.on ei- 
ther side. 
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(WHITE MOVING FIRST). 
1. 

W. K. P. two squares ; 
Jff. The same. 

2. 

W. K. B. P. two squares; 
JB. K. P. takes P. 

3. 

W. K. Kt. to K. B. third square ; 
JB. K! Kt. P. two squares. 

4. 

W. K. B. to Q. B. fourth square ; 
JB. K. Kt. P. ope square. 

5. 
W. K. castles ; 
S. K. Kt. P. takes K. Kt. 

6. 

W. Q. P. two squares ; 
S. The same. 

7. 

W. K. P. takes P. 

JS, Q. B. to adversary's K. Kt. fourth sq. 
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8. • 

W. K. R. to K. B. second square; 
B. K. B. to Q. third squiare. 

9. 

W. Q. Kt« to Q. second square ; 
B. K. Kt. to K. B. third square. 

10. 

W. Rt takes first doubled P. 

B. K. Kt. to adversary's K. fourth square, 

11- 
W. Q. to K. square ; 
B. K. B, P. two squares. ^ 

12. 

W. Kt. to Q. second square ; 
B. Q. to K. second square. 

13. 

W. Kt. takes K. Kt. 
B. K. B. P. takes Kt. 

14. 

FT. Q. B. takes the Gambit P. 
B. Q. Kt. to Q. second square. 

15. 

W. Q. to her second square ; 
B. K. R. P. one square. 



i 
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• 16. 

W. Q. R. to K. B. square ; ' 
B. K. castles with Q. R. 

17. 

W. Q. to adversary's Q. R. foortli square ; 
S. K. to Q. Kt. square. 

18. 
W. Q. B. to K. third square ; 
JB. K. B. to adversary's Q. Kt. fourth sq. 

19. 
W. Q. P one square ; 
JB. Q. takes the P. 

20. 
W. Q. to her R. fourth square ; 
B. Kt. to Q. Kt. third square. 

JJl. 
W. Q. to her Kt. third square; 
JB. K. R. to K. B. square. 

22. 
W. K. B. to adversary's K. B. second sq. 
M. Q. to K. second square. 

23. 
W. Q. B. P. two. squares ; 
B. K. B. to Q. third square. 

This is a very bad move ; he ought to have 
removed the Kt. 
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24. • 

W. Q. B. P. one square ; 
B. K. B. takes Q. B. P. 

25. 

W. Q. P. takes K. B. 

a. Q. R. to adversary's Q. third square. 

26. 

W. Q. to her B. second square ; 
B. Q. R. takes Q. B. 

27. 

W. P, takes Kt. 

JB, Q. R. P. takes P. 

28, 

W. Q. to her second square ; 

B. Q,. R. to adversary's Q, third square. 

29. 

W. Q. to her B. second square. 

It virould be very dangerous to take his K. 
R. P. with your Q. in consequence of 
the advance of his P. to your K. third 
square. 
B. K. R. to Q. square. 

30. 

W. K. B. to Q. B. fourth square ; 
B. Q. B. to adversary's Q. square. 
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31. 

W. Q. to her B. square ; 

S. P. to adversary's K. third square. 

32. 
W. K. R. to adversary's K. B. second sq, 
B. Q. to her B. fourth square. 

33. 
W. Q. Kt. P. two squares ; 
JB. Q. to adversary's Q. fourth square. 

34. 

W. K. B. takes R. 

S. , P. to adversary's K. second sq. checking 
with the Q. 

35. 

W. K. to his R. square ; 
B. P. takes R. 

36. 
W. B. takes P. 
JB. . Q. B. P. one Square. 

37. 

W. Q. R. P. one square; 

B. B. to adversary's Q. Kt. third square. 

38. 
W. Q. to K. B. fourth square, and checks ; 
B. Q. takes Q. 
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39. 

W. R. takes Q. 

IB* R. to adversary's Q. square. 

40. 

W. K. R. P. two squares ; 

f 4 B. to adversary's Q. B. fourth square. 

41. 
W. R. takes B. 
3. R. takes B. and checks. 

42. 

W. K. to his R. second square ; 
IB. K. to Q. B. second square. 

43. 

W. K. to his Kt. third square ; 
B. K. to Q. third square. 
The game is drawn. 
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W. K. P. two squares ; 
S. The same. 

2. 

W. K. B. P. two squares ; 
B. K. P. takes P. 

3. 

W. K. Kt. to K. B. third square ; 
B. K. Kt. P. two squares. 

4; 

W. K. B. to Q. B. fourth sq. 
B. K. Kt. P. one square. 

5. 
W. K. castles; 
B. K. Kt. P. takes Kt. 

6. 

W. Q. takes P. 

B. Q. to K. B. third square. 

7. 

W. Q. P. one square ; 

B. K. B. to K. R. third square. 
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8. 

W. Q. B. to Q. second square ; 
B. Q. Kt. to Q. B. third square. 

9. 

W. Q. B. to its third square. 
S. Q. Kt. to K. fourth square. 

10. 

W. Q. to adversary's K. R. fourth square ; 
3. Q. P. one square. 

11. 
W. K. Kt. P. one square ; 
JB. Q. B. to adversary's K. Kt. fourth sq. 

12. 
W. Q. B. takes K. Kt. 
B. Q. B. takes Q. 

13. 

W. Q. B. takes. Q. 
B. K. Kt. takes Q. B. 

14. 

W. K. Kt. P. takes the Gambit P. 

B. K. R. to K. Kt. square, and checks. 

15. 
W. K. to his R. square ; 
B. K. Kt. to adversary's K. Kt. fourth sq. 
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m 

W. Q. Kt. to Q. R. third square ; 

S. K. Kt. to adversary'^ K. third square. 

17. 
W. K. R. to K. B. second square ; 
JB. K. castles. 

18. ' 

W. K. R. P. one square; 
B. Kt. takes K. B. 

19. 
W. Kt. takes Kt 
JB. K. B. P. one square. 

20. 

W. Q. Kt. to K. third square ; 
JB. Q. B; P. one square. 

21. 

W. Q. R. to K. B. square; , 

JB. Q. B. to K. Kt. third square. 

22. 

W. Q. B. P. two squares ; 
S: K. R. to K. square. 

23. 

W. K. R. P. one square ; 
JB. K. B. P. one square. 

VOL. II. S 
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24. 

W. K. R. P. one square ; 
B. K. B. P. takes P. 

It would have been better to take K. R. P. 

25. 

W. K. R. P. takes Q. B. 
B. P. takes Q. P. 

26. 

W. Kt. to K. Kt. fourth square; 
B. K. B. to K. Kt. second square. 

27. 

W. P. takes P. 

B. K. R. to adversary's K. second square. 

28. 

W. K. B. P. one square ; 
B. Q. R. to K. R. square. 

29. 

W. K. B. P. one square ; 

B. Q. R. takes K. R. P. and checks. 

30. 

W. K. to his Kt. second square ; 
B. K. B. to its square. 
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31. 

fF. R. takes R. 
B. P. takes R. 

32. 
W. R. to K. square ; 
B. R. to K. R. fourth square. 

33. 

W. R. takes p. 

B. K. to Q. second square. 

. 34. 

W. K. to his Kt. third square ; 
JB. R. to K. B. fourth square. 

35. 

W. Q. Kt. P. two squares ; 
JB. Q. Kt. P. one square. 

36. 
W. R. to K. fourth square ; 
B. Q. P. one square. 

37. 

W. P. takes P. 

B. K. B. to Q. third square, and checks. 

38. 

W. K. to his R. fourth square ; 
B. R. takes P. 

s2 , 



260 A TREATISE OK 

39. 

W. Q. R. P. one square ; 

B. R. to K. B. fourth square. 

40. 

W. R. to K. second square; 
B. Q. R, P. one square. 

41. 

W. R. to K. B, second square; 
B: R. takes K. 

42. 

W. Kt. takes R. 

B. K. to his third square. 

43. 

W. K. to adversary's K. Kt. fourth square; 
J?, B. to K. fourth square. 

44. 

W. Kt. to K. fourth square ; 

B. B. takes K. B. P. 

Had he played his B. to your Q. Kt. se- 
cond square, and, on the n^xt move, 
taken your Q. R. P. he virould have 
lost the game. — See variation (a). 
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W. Kt. takes B. 

JB. Q. R. P. one square. 

46. 

W. P. takes P. 
B. P. takes P. 

47. 

W. Kt. to K. fourth square ; 
JB. K. to Q. fourth square. 

48. . 

W. Kt. to Q. second square ; 
JB. K. to Q. B. fourth square. 

49. 

W. K. to his B. fourth square ; 
JS. K. to Q. Kt. fourth square. 

50. 

W. K. to his third square ; 

B. K. to adversary's Q. R. fourth square. 

51. 

W. Kt. to Q. Kt. square ; 

S. K. to adversary's Q. Kt. third square. 

52. 

W. K. to Q. second square ; 
B. K. to adversary's Q. Kt. second square. 
The game is drawn. 
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(a). 

44. 

W. Kt. to K. fourth square ; 

JB. B. to adversary's Q. Kt. second square. 

45. 

W. K. to adversary's K. Kt. third square; 
B. B. takes P. 

46. . 

W. Kt. to adversary's Q. B. fourth square^ 

and checks ; 
B. P. takes Kt. 

47. 

W. K. B, P. one square ; 

If, instead of this move, you had played 
K. to adversary's K. Kt. second sq. 
Black would have won the game by 
playing his B. to Q. Kt. second sq. 
B. K. to his second square. 

48. 

W. K. to adversary's K. Kt. second square ; 
JB. B. checks. 

49. 

W. K. to adversary's K. Kt. square: then 
advances the P. to Q. and wins. 
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THE QUEEN^S GAMBIT 

Is an instructive and a safe Game, The first 
player risks, perhaps, less in this, than in any 
other Gambit, even' if the Defence is con- 
ducted scientifically. But the second player 
must remember that it is not possible for him 
to support the Gambit Pawn with success a- 
gainst an adversary who* playg well. 

The example of a few openings will teach 
the Pupil how to defend himself; and also how 
to avail himself, if he is the Gambit Player, 
of the error of his adversary in supporting the 
Pawn. 

1. 

W. The Queen's Pawn two squares ; 
J5. The same. 

2. 

W. Q. B. P. two squares; 
B. Q. P. takes the P. 

3. 
W. K. P. one square ; 



J5. Q. Kt. P. two squares 

* ' J lOSfi 

s 4 



This move occasions the loss of the game. 
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4. 

W. Q. R. P. two squares ; 
JS. Q. Kt. P. takes the P. 

5. 

W. K. B. takes the Gambit ; 
JB. Q. B. to Q. second square. 

6. 

W. Q. to her-K. B. third square ; 

H. K. P. one square. 

If the Black had played his Q. B. to its 
third square; White would win the 
^me in three moves, first, taking the 
adversary's K. B. P. with the Q. 
then checking at adverse K. B. fourth 
square, and check-mating with the K. 
B. at K. B. second square. 

' 7. 

W. Q. takes Q. R. 

JB. Q. B. to its third square. 

8. 

W. K. B. to adversary's Q. Kt. fourth sq. 
JB. Q. B. takes K. B. 

9. 

W. Q. takes Q. R. P. and will win the game 
easily. 



THE GAME OF CHESS. 263 

1. 

W. Q. P. two squares ;' 
B. The same. 

2. 
W. .Q. B. P, two squares; 
B. Q. R takes the P. 

3. 
W. K. P, one square ; - 
B. Q. Kt. P. two squares. 

4. 

W. Q. R. P. two squares; 
B. Q. B. P. one square. 

5. 

W. Q. R. P. takes Q. Kt. P. 
B. Q. B. P. takes the P. , 

6. 

W. Q. to K. B. third square. 

This move decides the game.' 
B. Q. Kt. to Q. B. third square. 

If the Black were to ^lay his Q. to her B. 
second square, the White should, af- 
ter taking the R. push the Q. P. one 
sq. and tl^en take the Q. R. P. 
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7. • 

W. Q. takes Q. Kt and checks ; 
JS. Q. B. to Q. second square. 

8. 

W. Q. to adversary's Q. Kt. second square ; 
JB. Q. R. P. two squares. 

9. 

W. Q. Kt. to Q, B. third square ; 
jB, Q. R. to Q. Kt. square. 

10. 

W. Q. to her K. B. third square, and cannot 
fail to Mrin the game. 
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Wtittf ^sttxnt. 



W, Q. P. two squares ; 
JB. The same. 

2. 

W. Q. B. P. two squares ; 
B. Q. P. takes the P. 

3. 

W. K. P. one square ; 
JB. Q. Kt. P. two squares. 

4. 
W. Q. R. P. two squares ; 
JB. Q. B. to Q. R. third square. 

5. 

W. Q. R. P. takes Q. Kt. P. 
B. Q. B. takes the P. 

6. 

W. Q. Kt. to Q. B. third square ; 

White might also play Q. Kt. P. one sq. 
B. Q. B. returns to Q. R. third square. 

If the Black, instead of this move, were to 
support the B. either with the Q. B. P. 
or with the Q. White ought immedl- 
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ately to push his Q;Kt. P. one square, 
and will be in a very advantageous po- 
sition. 

7. 

W. Q. to her K. B third square. 

White might also take the Black Q. B. with 

his Q. R. and then check with the 

Q. at hex R. fourth square* 
M. Q. B. P, one square* 

8. 

jr. Q. R. takes Q. B. 
K Q. Kt takes Q. R. 

W. Q* takes Q B. P. and checks ; 
S. Q. interposes at her second square. 

10, 
IF. Q. takes Q. R. and checks.; 
JB. Q. to her own square. 

11. 

W. Q. checks at adversary's Q. B. third sq. 
S. Q. covers this check. 

12. 
W. Q. takes Q. Kt. and vrill win easily. 
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I. 

W. Q. P, two squares ; 
J?. The same. 

2, 

W. Q. B. P, two squares ; 
B. Q. P. takes the R 

3. 
W. K. P. one square ; 
B. Q. Kt. P. two squares, 

4. 

W. Q. R. P. two squares ; 
B. Q. B. to Q. second square, 

5. 

W. Q, R. P. takes Q. Kt. P. 
B. Q. B. takes Q. R. R 

6. 

TV. Q. Kt. to Q. R. third square. 

White might also play this Kt. to its B. 
third square. 
J?. Q. to her fourth square. 
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7. 

W. Q. Kt. P. one square ; 

This move is essential when the adversary 
adds to his support of the Gambit P. 
JB. Q. to her Kt. second square, 

8- 
W. Q. Kt. takes Q. B. 
B. Q. takes Q. Kt. 

9. 

W: K. B. takes the Gambit P. 

White might also take the P. with the Q. 
Kt. P. virhich would unite his Pawns 
in the centre of the Board. 

S. Q. to her K. B. fourth square. 

10. 

W. K. Kt. to K. second square ; 
jff. K. P. one square. 

All the Black Pieces being confined, and 
out of play, the superiority of the Gam- 
bit player's game is already obvious. 

11. 
W. K. castles; 
£. K. B. to Q. third square. 

W. K. Kt. to its third square ; 
B. Q. to her K. B. third square. 
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13. 

W. K. P. one square. — 

And the White's game is very much supe- 
rior to that of his adversary. 
These games show incontrovertibly, that, 
after committing the mistake of sup- 
porting the Gambit Pawn, the second 
player's game is irretrievable. The 
l(ist game, in particular, is very cor- 
rectly played after supporting the P. 
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SHEWING THE PROPER DEFENCE OF THIS GAMBIT. 





1. 


w. 

B. 


Q. P. two squares ; 
The same. 




2. 


W, 

B. 


Q. B. P. two squares ; 
Q. P, takes the P. 


W. 
B. 


3. 

K. P. two squares; 
The same. 


- 


4. 


B. 


Q. P. takes K. P.— or (a). 
Q. takes Q. and checks. 


w. 

B. 


5. 
The K. takes the Q. 
Q. B. to K. B. third square. 


o. 

W. Q. Kt, to Q. second square ; , 
B. Q. Kt. P. two squares. 

The Gambit P. may ruyuo^a^ supported after 
the exchange of Queens. 
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i. . 

W, Q. R. P. two squares ; ' 
B. Q. B» P. one square^ 

W. Q. R. p. takes Q. Kt. iP. 
B. Q. B. R takes Q. R. P. 

W. Q. Kt. P. one square ; 
B. Q. R. P. two squares* 

10. 

W. Q. Kt, P. takes the P. on the adversary's 

B. fourth square ; 
B. Q, B. P. to adverse Q. Kt. fourth square. 
And the Black's game, having two /^a^^erf 

Pawns, is, at the least, as good as 

that of the Gambit player. 

(«). 

On the fourth move of the White, 

4. 

W. Q. P. one square ; 
B. K^ B. P. two squares. 

5. 

W. Q. Kt. to Q. B. third square; 
B. K. Kt. to K. B. third square. 

VOJL. II. T 
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6. 

W. K. B. P. one square ; 

B. K. B. to Q. B. fourth square. 

7. 

■\ 

W. Q. B. to ac^versary's K.* Kt. fourth sq. 
B. K. castles. 

And the game is equal. 
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9M^ mm- 

1. 

Q. P. two squares ; 


V. 


B. 


The same. 




2. 


W. 


Q. B. P. two squares ; 


B. 


Q. P. takes the P. 


W. 


3. 
K. P. one square; 


B. 


K. P. two squares. 


W. 


4. 
Q. to her K. fourth square, and checks ; 


B. 


Q. B. P. one square. 


W. 


Q. P. takes K. P. 


B. 


Q. Kt. P. two squares. 


W. 


o. 
Q. to her B. second square; 


B. 


Q. R. P. one square. 


w, 


7. 

Q. R. P. two squares ; 


B. 


Q. B. to Q^ Kt. second square. 




t2 



I 

j 
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8. 

W. Q. R. P. takes Q. Kt P. 
B. Q. B. PAafces the P. 

And the game of fhe second player is well 
opened. 
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1. 

W. Q. P. two squares ; 
B. The same. 

2; 

W. Q, B. P. two squares; 
B. Q. P- takes the P. 

3. 

W. K. P. one square ; 
B, The same. 

4. 

W, K. B. takes the Gambit P. 
B. K. B. to Q. third square. 

5. 
W. K. P, one square ; 
B. Q. B. P. one square. 

6. 

W. K. P. one square; 

B. K. B. to Q. B. second square. 

7. 

W. Q. R. P. two squares ; 
B. K. Kt. to K. second square, 

t8 
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8. 



w. 


The same. 


B. 


K. castles. 


W. 


9* 
Q. Kt. to Q. B. third square; 


B. 


Q. Rt. to Q. second square. 




10. 


W. 


K. castles ; 


B. 


Q. Kt. to its third square. 



n. 

W. K. B. to Q. R. second square ; 
JB. Q. Kt. to Q. fourth square. 

And the Black has a very good game. 



ENDS OF GAMES. 



In my former Treatise I took occasion to 
observe that full and systematick rules to teach 
the method of playing Pawns at the End of a 
Game are scarcely to be found in any English 
or French Treatise; and I expressed my re- 
gret that Philidor, who played Pawns with 
such commanding skill, and who understood 
so well the manner of manceuvring the King, 
should have inserted "only two or three exam- 
ples." 

The anonymdus Editor of Philidor has 
chosen to say that this assertion was "careless;" 
and that, on consulting the table of contents 
ofhii^ work, it would be found that "two or 
three is a figure of speech for a great number.'^ 
1 would be glad to know from this Editor 
where he learnt Arithiiietick : and I will only^ 
add that, on corisultin'g the table to which he 
refers, it appears that the number of examples 
of Ends, of Games, with Pawns and the Kings 
alone, amounts exactly to three. 

To play Pawns well at the End of a Game; 
that is to say, to conduct them to Queen with 

T 4 
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skill, as well as to employ them properly in 
^toppin^ the progress of the adverse Pawns, — ^ 
and to understand thoroughly the mode of ma- 
Iiceuvring the King in opposition to the Adver- 
sary's King; — these are two points of the ut- 
most importance at Chess : and if scientifick 
Players, such as Carrera, or Salvio, could 
make mistakes in these two Points, it may 
safely be asserted that they are as difficult as 
they are important. I therefore earnestly re- 
quest my readers to pay particular attention 
to this department of the Game ; for no ama- 
teur qan ever hope to become a Jfirst-rate play- 
er without being thoroughly master of it. 

1 will begin, then, with the apparently easy 
and simple position of tji^ King and one Pawn 
against the King alone ; and 1 will increase 
the number of Pawng, and augment the diffi- 
culty of position gradually ; in order that my 
readers may, by degrees, acquire a perfect 
knowledge of the manner of playing Ends of 
Games correctly, in all situations. When this 
is acquired, they will then find themselves able 
to judge whether it is advantageous or not to 
make an exchange of Pieces towards the con- 
clusion of a game; particularly when each 
player remains with a Bishop, or a Knight, and 
a few Pawns. 
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ENDS OF GAMES, 

CONSISTING OP 

PAWNS ONLY. 
A KING AGAINST A KING AND PAWNf 

FIRST SITUATION. 



j5. K. at his second square ; 
K. P. at its third square ; 
W. K. at its fourth square. 

1, 
fV. K, to the adversary's K. fourth sq, 
J5, K^ to his Q. second square, 

2. 

W. K. to his fourth square ; 
JS. K. to his Q. third square, 

3. 
W. K, to his Q. fourth square \ 
S. Pf one square, and checks. 



4. 
W. K. to his fourth square ; 
^. K* to his third square. 
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W. K. to his third square : 
S. K; to his Q, fourth s'quare; 

e, 

W. K. to his Q. third square ; 
S. P. one square, and checks, 

7. 

W. K. to his second square ; 

B. K. to the adversary's Q. fourth square. 

8. 
W. K. to his Q. second square ; 
J9. P. checks. 

9. 

W. K. to his square ; (a) 

S. K. to the adversary's Q. third square. 

10, 

W. K. to his Q. square ; 
B. P. checks. 

II. 

W. K. to his square ; 

B. Is compelled to abandon the P. because, 
if he play his K. to adverse K. third 
square, White will be stale-mated. 
If the Black had the first move, it would 
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be equally impossible for him to win : if he 
were to play his K. to his Q. third sq. White 
K. should be plajred to Q. fourSi square, and 
the situation would then be similar to that it 
the third move of the above analysis. 

(a). 

If White were to play to Q* sq. he would 
lose the game ; ex. — 

9. 

W. K. to his Q. square ; 

jB. K, to the adversary's Q. third square. 

10. • 
W. K. to his square; 

jB. p. ope square. 

11. . 

W. K. to his B. second square ; 
S. K. to the adversary's Q. second square. 
And the P. goes to Q. 
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SECOND SITUATION* 

JJ. K. at the adversary's K. fovirth square; 

K. P. at K. third squve ; 
W^ K. at his s^coiid square^ 

The Black will win, whether he have thf> 
first move or not. ex. — 

Suppose the White to move. 

1. 

W^ K. to his square ; (or a), (or 6), 

J7, K, to the adversary's K. third square. 

If he were to play his Paim, instead of his 
King, White ought to play K. to his 
second square, and the game woulc^ 
be drawn. 

3. 
W, K, to his Q. square ; 
2?. P. one square, * 

He would likewise win if he played his K^ 
to adverse K. B. second square. 

3. 

W. K. to his square ; 

B. P. one square,--^tQ ^he adv, K, fourHi sq. 
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4. 

Vr. K. to his B. square * 

JB. K. to the adversary's Q, g^cond square, 

5. 

W. K. to his B. decond square ; 
JB. P. checks; atid will become aQueeii in 
two moves. 

(or a), ' 

■ 1. ' 

W. K. to his Q. or K. B. square ; 

S. K. to the adversary's K, third square, 

2. 
W. K. to his square ; 
JB* P# to its K. fourth square. 

3. 
W. K. to his Q. square; 
JB^ ,K. to the adversary's K, B, second sq* 

4. 

W. K. to his Q. second square; 
JB. P. one square. 

And becomes a Q. in three moves, 

(or b). 

1. 
W. K. to his Q. second square; 
B. K. to the adversary's K. B. third square. 
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2. 

W. K. to his square ; 

B. P. to its K. fourth square. 

3. 

W. K. to his Q. second sqiiare; 
JB. P. to the adversary's K>. fourth square, 

4. 

W. K. to his square ; 
B. K. to the adversary's K. third square. 
If he played the Pawn, the game wou^d 
be drawn. 

5. 
W. K. to his B. square ; 
B. K. to the adversary's Q. second sq^ 

6. 

W. K. to his B. second square ; 

B. P. checks, and becomes a Q, in two moves. 

Suppose the Black to have the move. 

1. 
B. P. one square ;^ 
W. K. to his B. second sq. {or a), (or J). 

2. 

B. K. to the adversary's Q. third squave ; 
W. Ilj,. to his B. third square. 
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JB. P. checks ; 

W. K. to his B. second square. 



S. K. to the adversary's Q. second square ; 
W. K; to his B. square. 





5. 


B. 


P. one square, and wins. 




(or a). 




h 


B.. 




W, 


K. to his Q. square. 



2. 

B. K. to the adversary's K. B. third square ; 
W. K. to his square. 

JB. P. one square; 
VF. K. to his B. square. 

4. 

B. P. one square, to the adversary's R. third 

square ; 
VF. R. to his square. 
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5. 

JB. P. one square ; 

WT. K. to hi8 Q. second square* 

6. 

JB. K. to the adversary's K. B* second scj* 
and Queens the P. next move« 

(or h). 

1. 

B 

W. K. to his square. 

2- 

B. K. to the adversary's K. third square; 
W. K. to his B. square^ 

3. 

B. K. to the adversai^'s Q. second square ; 
W. K. to his B. second square^ 

4. - 
B. P. one square^ and will go to Q» 
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THIRD SITUATION. 

B. K. at the adversary's K. fourth square ; 

K. P. at its K. fourth square ; 
W. K. at his second square. 

The winning or drawing of this game de- v 
pends on the first move ; if the White 
play first, the filack will win. 

1. 

W. K. to his B. second square ; 

B. K. to the adversary's Q. third square. 

2. 
W. K. to his square ; 
B. K. to the adversary's K. third square. 

3. 

W. K. to his B. square; 

B. K. to the adversary's Q. second square. 

4. 

W. K. to his B. second square ; 

B. P. one square, and v^ill go to Q. 

But, if the Black play first, the White will . 
draw the game. — ex. — 

VOL. II. u 
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1. 

B. K. to the adversary's K. B. fourth sq. 
W. K. to his B. second square. 

2. 

S. P. one square ; - , 

W, K. to his second square. 

3. 

B. P. one square ; 
W. K. to Ids square. 

4. 
B. K. to the adversary's K. B. third squam. 
W. K. to his B. square. 

5. 

B. P. checks ; 

W. K. to his square. 
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FOURTH SITUAtlON. 

JB. K. at the adversary's K. fourth square J 

K. P. at home ; 
W. K* at his second square. 

The ^lack will wilti^ whether h^ have the 
move or not. 

Suppose the White to move: 

1* 

W. K; to his square ; 
jB* p. one square. 

% 

W. K. to his second square j 
B. P. one square. 

W, K. to his square j 

S. K. to the adversary's K. third square. 

4. 

W. K. to his Q. square ; 

J9. K. to the adversary's K. B. second sq. 

5. 

W. K. to his Q. second square ; 
B. P. one square. 

t2 
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Suppose the Black to move : 

1. 

S. The P. two squares ; 
W. K. to his square* 

2. 

J5, K. to the adversary's K, third square;' 
TV. K, to his Q. square. 

3. 

B. K. to the adversary's K. B. second sq. 
W. K. to his Q. second square. 

4. 
B. P. one square. 



THE GAME OF CHESS. 393' 



FIFTH SITUATION. 

i?. K. at the adversary's K. Kt. fourth sq, 

K. Kt. P. at its K. Kt. third square; 
W. K. at its Kt. second square. 

This situation is inserted to teach the ama-f 
teur the method of pushing the Kt. 
P. to Q. for, if he were to play this 
P. in the same manner as he would the 
King's, Queen's, or Bishop's, he would 
stale-mate his .adversary. 

1. 

W. K. to his R. second square; 

J?, K. to the adversary's K. B. third sq; 



w. 


K. to his R. square ;. 


B. 


P. one square. 




3. 


W. 


K. to his Kt. square ; 


B. 


P. one square. 




4. 



W. K. to his R. second square ; 
B. K. to the adversary's K. B. second sq. 

u3 
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Wf K. to his R. square; 

J?. If it were the King's, Queen's, or Biishop's ^ 
Pawn, he might play it one square, 
lirhicfa woukl eanipel White to remold 
|in4 he would make a Q. in two moves ; 
but, heiog the Ktdgkt'^. Pawn, if he 
play it, White will be spBtU-mated; h^ 
must therefore play-^ 
)L. to i^e adyerpary'^ ](, Kt. thiird sq, 

W. K. to his Kt. square ; 

p. K. to the adversary's K. R. third squaret 

W. K. to his R. square ; 
JB. P. one square. 

W. K. to his Kt. square) 
J?. P. one square. 

W. K. to his B. secQ];i4 s^qu^ur? \ 

j9. K. to the adyer^ary's K^. R, secoi^4 fiQr 
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SIXTH SITUATION., 

S. K. at the adversary's K. fourth square ; 

K. P. at its K. third square ; 
W. K. at his square. 

The Black will win. — ex. — 

Suppose the White to play first : 

1. 

W. K. to his second square ; 
J5. P. one square. 

W. K. to his B. second square ; 

JS. K. to the adversary's Q. third square. 

3. 

W. K. to his square ; 
JB. P. one square. 

4. 

W. K. to his B. second square ; 
J?. P. checks. 

5. 

W. K. to his B. square ; 
JB. K. to the adversary's Q. second square. 

u4 
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Suppose the Black to have the first move : 

1. 
B. K. to the adversary's K. third square ; 
W. K, to his B. square. 

2^ 

J5. P. one square ; 
W. K. to his square. 

3. 

B. P. one square ; 
W. K. to his B. square. 

4. 
. JB. K. to the adversary's Q. second square. 
And the P. goes to Q. 
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SEVENTH SITUATION. 

B. K. at his third square ; 

K. P. at home; 
W. K. at his fourth square. 

In this situation, if the Black haye the 
move, the White will flfraw? the game ; 
but, if the White have the move, he will 
lose the game. — ex. — 





1. 


w. 


K. to his Q. fourth square; 


B. 


K. to his B. foiffth square. 


W. 


2. 

K. to the adversary's Q. fourth sq. (or a). 


B. 


P. two squares. . ^ 



3. 

W. , K. to his Q. B. fourth square ; 
JB. P. one square. 

4. 

W. K. to his Q. fourth square; 

J5. K. to the adversary's K. B. fourth sq. 

5. 
W. K. to his Q. B. third square; 
S. P. one square, . ' . / 
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W. K. to bis Q. third square ; 

jB.^ K. to the a^TCTsary's K. B. third square. 

2. 
W. K. to his third square ; 
M. K. to his fourth square. 

3. 
IT. K. to his Q. third square ; 
JB. K. to the adversary's K. B. fourth sq, 

4. 
W. K, to his Q. fourth square, (or b). 
JB. P. two squares, giving check. 

5. 
W. K. to his Q. third square; 
JB. K. to the adversary's K. B. tWfd s^. 

W. K. to Im Q. s^coui^ sqpsffe ; 
JB« P. one square. 

7. 
IF. K. to his square ; 
J3. K. to the adversary ^i^ K. (hk^ square. 

8. 
W. K. to his B. square; 
B. K. to advQTOwy's Q« secciad square^ 
And the P. goes to Q. 
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(orb). 

W. K. to his second square ; 

JB. K, to the adversary's K, fourth squ^e, 

6. 

W, K. to his B. second square ; 

J5, K. to the adversary's Q. third square* 

6. 
Wf K. to his square ; 
S» P. two squares. 

7. 

W. K. to his Q. square ; 
S. P. one square. 

8. 
W. K. to his square ; 
S, K. to the adversary's K. third square. 

9. 

W. K. to his Q. square ; 
S. K. to the adversary's K. B. seciond sq. 
And the P. goes to <J. 
Suppose the Black to have the move, White 
ivill draw the game by playing his K. 
always in opposition to his adversary's, 
Vhich will force him ta push the P. 
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EIGHTH SITUATION- 

jB. K. at his third square ; 

K. P at home ; 
W. K. at his third square^ 

If the White have the move, he will draw 
the game by playing the K. to his 
fourth square. But, if the Black have 
the move, he will win the game, by 
playing the K. to his fourth square, 
and then to the adversary's Q. fourth 
square, or to the adversary's K. B. 
fourth square, according to White*s 
second move. 
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NINTH SITUATION. 

IB. K. at his third square ; 

K. P. at home; 
W. K. at his ^6co»c/ square. 

The Black wins, i/rhether he play first or »of« 

Suppose the White to play first : 

1. 
W. K, to his third square, {or a). 
JB. K. to his fourth square. 

2. 

W^ K. to his B. third square ; 

B. K. to the adversary's Q. fourth square. 

3. 
W. K. to his second square ; (or 6). 
B. K. to the adversary's K. fourth square* 

4. 
W. K. to his B. second square ; 
B. K. to the adversary's Q. third square. 
And the situation is similar to that of the 
6th. move — page 299. 

(or a), 

1. 
W. K. to his Q. third square ; 
JB. K. to his Q, fourth square. 
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2. 

W. K. to his third square ; 

JB. K. to his fourth square. y 

3. 

W. K. to his Q. third square ; 

B. K^ to the adversary s K. B. fourth square. 

4. 

W, K. to his second square ; 

B. K. to the adversary's K. fourth square. 

5. 

W. K. to his Q. second square ; 
B. P. one square. 

If he pushed it two squares, it would be^ a 
drawn game. 

6. 

W. K. to his second square ; 
JB. P. one square. 

7. 

W. K. to his B. second square ; 
B. K. to the adversary's Q. third square. 
And the P. goes to Q. 

(or b). 

3. 

W. K. to his B. fourth square ; 
B. P. two squares, giving check. 
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W. K. to his B. third square ; 

B^ K. to adv^i'saf y's Q. third tsquaM. 

W. K. to his B, second square; 
B. P, one square, and goes ta Q, 

W. K. to his B. square; 
jB. p. one square. 

7- 

W. K. to his square; 
B. P. one square* 

Suppose the Black to have the mov<^ . 

1. 

B. K. to his fourth square ;. 
W. K. to his third square. 

jB. p. one square ; 

IT, K. to his Q. third square.- 

3. 
B. K, to the adversary's K. B. fourth sq. 
W. K. to his second square. 
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4. 

J5. K. to the adversary's K. fourth square ; , 
If he played the P. it would be a drawn game* 
W. K. to his B. second square. 

JB. K. to the adversary's Q, third square. 
And the P. goes to Q 
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TENTH SITUATION. 

J9. K« at his third square ; 

K, P. at home ; 
W. K. at his square. 

The Black wins; it is immaterial who has 
the move. 

N. B. Although it seldom happens at Chess 
that the King's Pawn remains unmoved, I 
have, in many of the preceding examples, 
preferred taking the play of this Pawn, as af- 
fording the be^t means of showing how a game 
may be won or drawn. 



VOL. II. 
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ELEVENTH SITUATION. 

B. K. at his square ; 

K. P. at home ; 
W. K. at his square. 

The event of this situation depends on the 
move; if the Black plaSjj jf^rst^ the 
White will lose. 

1. 

^. K. to his B. second square ; 
W. K. to his second square. 

2. 

B. K. to his third square ; 

W. K. to his third square, (or a). 

3. 

B. K. to his fourth square ; 
W. K. to his Q. third square. 

4. 

B. K. to the adversary's K. B. fourth sq. 
W. K. to his second square. 

5. 

B. K. to the adversary's K. fourth square ; 
W. K. to his square. 
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a 

jB. K. to the adversary's K. tbird square j 
W. K. to his B. square^ 

B. P. two squares ; 
W. K, to his square. 

8. 

B. P. one square ; 
W. K. to his B. square* 

B. K, to the adversary's Q. second square. 
And the P. goes to Q. 

{or a). 

B 2. 

W. K. to his B. third square. 

3. 

B. K. to his B. fourth square ; 
W. K. to his second square. 

4. 

B. K. to the adversary's K. fourth square ; 
W. K. to his square. 

5. 
S. P. one square ; 
W. K. to his second square. 

X2 
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* 

6. 
B. P. one square; 
W. K. to his square. 



B. K. to the adversary's K, third square j 
W. K. to his Q. square. 

.8- 
B. K. to the^ adversary's K.B. secoind sq. &c^ 

But if the White play first, the game will 
be drawn. — ex, — 

1. 

W. K. to his second square ; 
B. K. to his B. second square^ 

2. 

W. K. to his third square ; 
B. K. to his third square. 

3. 

W. K. to his fourth square; 
B. K. to his Q. third square^ 

4. 

W. K. to his Q. fourth square ; 
B. P. one square. 
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5. 

W. K. tp his fourth square ; 
JB. P. one square. 

6. 

W. K. to his third square; 
JB. K. to his Q. fourth square. 

W. K. to his Q. third square % 

B. P. one square, giving check, ♦ 

8. 

W. K. to his third square. 
And the game is drawn, 



X 3 
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When the Pawn is within three squares of 
Q. and its K. is in front of it, the P. 
will make a Q. whether the Black or 
the White have the move. 

TWELFTH SITUATION, 

jB. K. at the adversary's K. B. third sq. 
K. P. at the adversary's K, fourth sq. 
W. K. at his square. 

If it be to the White to play, the Black 
must push the P. and if the White play to his 
Q. or B. square, the P. may again be pushed, 
as it does not check ; but, if the White play 
to his Q. second square, the Black must play 
differently, else the game will be drawn, ex— 

W. K. to his Q. second square; 
B. P. Checks. 

2. 

W. K. to his Q. square ; 

JP. If the P. were to check, the White K. 
will move to his square, and draw the 
game: therefore the Black must play 
his K. to the adversary's K. B. second 
square, and will win. 
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In the above situation, if the Black have 
the first move, he must play his K. 
to the adversary's K. third square. 

If the White King, instead of being at his 
square, v^ere at his Bishop's> square, 
and it were the Whitens move, the Black 
ought to play his K. for, if he played 
his p. the game would h^ drawn: but, 
if the Black have the move, he jpiust 
play his P. 

If the White K, be at his Q. square, the 
game must be played exactly as if he 
were at his JP. square. 

Lastly, it is an invariable rule, that, when 
the P. does not check when it is play- 
ed to its seventh square^ it will go to 
Q. but, if it check, the game will be 
drawn ; therefore the player who has 
the P. must calculate attentively, and 
play it with great caution, else his ad- 
versary will frequently be enabled to 
rfraie; the game. 



x4 
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Situations similar to the following, frequent* 
ly occur at the end of a game. 

JB. K, at his Q. B. Q. Kt. or Q. B, square ; 
K, B. p. at its K, R. third square ; 

Wf K. at the adversary's Q. B. third sq. 
The player of the White is sometimes in 
doubt whether he can prevent the ad- 
versary's P, from becoming a Q. and 
he finds himself obliged to calculate 
all the moves on both sides. A much 
shorter, as well as a more scientifick, 
method, is to examine whether the K, 
be in the quadraiigle formed hy the P. 
and that square where It will become a 
Q. If the K. be in the quadrangle^ he 
will overtake the P. though the latter 
should play first ; therefore, in the a- 
bove situation, though the P. have the 
first ^move, the K. will stop its pror 
gress. 
Though the K. be one move beyond the 
qvxidr angle ; if he have the first move^ 
he will stop the P. Suppose, for exam* 
pie, he be at the adversary's Q. Kt^ 
third square, if he move first, he will, 
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of course, play in the quadrangle, 
and, consequently stop the P. It 
must be observed, that, if the P. have 
Tiot moved, the K. should have the first 
move, else the P. will go to Q. on 
account of its moving two squares at 
first, ^ 
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ENDS OF GAMES^ 

WITH PAWNS ON BOTH SIDES. 

A PAWN AGAINST A PAWN, . 

Whether the two Pawns are placed on the 
same, or on distant, or adjoining perpendicu- 
lars, the event will depend on the situation of 
the Kings. It is unnecessary to multiply ex- 
amples. But, when the two Pawns are close 
to each other on the same perpendicular, the 
position becomes interesting, as it affords the 
means of showing the proper method of ma- 
noeuvring the King. — ^Thus — 

W. Q. P. at Q. fourth square ; 
K. at his B. fourth square ; 

JB. Q. P. at Q. fourth square. 

W. K. at Q. Kt. fourth square. 

White, having the move, will lose the game 
if he attack the adverse P. at adver- 
sary's K. fourth square. If he sup- 
port his own P. by playing the K. to 
his third square, Black will draw the 
game. But White has the choice of 
a third move which he may risk with- 
out danger; and though he cannot win 
if Black play properly, yet he will 
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thereby try the adversary's skill in ma- 
noeuvring the King. What is this 
mpve? — and — How ought the Black 
to play afterwards ! 

W. Q. P. at Q. iTourth square ; 

K. at adversary's Q. Kt. fourth square; 
JB. Q. P. at Q. fourth square, 

K. at adversary's K. B. fourth square. 
Here the Pawns remain as before, but the 
position of the Kings is reversed, — 
Whoever has the move will win. 
How should the King be played ? 
I have not subjoined the moves : 1 recom- 
mend to such of my readers as may 
not be thoroughly acquainted with the 
method (^ playing the King well in op- 
position to the adversary, to study 
these positions .as very useful. It is 
incredible how many games are lost 
at Chess in consequence of mistakes 
in similar situations. 
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ENDS OF GAMES, 

Two Pawns against one' Pawn. 



FIRST SITUATION. 

B. K. at the adversary's K. B. fourth sq. 

K. Kti^ P. at t,he adversary's K. Kt. fourth 
square ; 

K* R. P. at the adversary's K. R. fourth 
square ; 
W. K. at his B., Kt., or R, jsquare. 

K. R. P, at its square. 
In this situation, though the Black have 
the move, the White M^ill draiv the game; 
for, if the Black, after having played 
his K. to the adversary's K. B. third 
square, should push his K, Kt. P. one 
square, the White (having his K. at 
his Kt. square) njay draw the game in 
three different ways ; 1st. by playing 
his K. to his R. square; 2ndly. by 
taking the Kt. P. with his P. and 3dly. 
by playing his P. one square. But,, 
when the Black has his K. at the ad- 
versary's K. B. third square, and his 
K. Kt. P. at the adversarv's K. Kt. 
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third square (en prise of the White 
Rook's P.) if the White have his K., 
at his B. or R. square, he must carer 
fully avoid taking the Kt. P, but 
must either pla.y his K. to his Kt sq, 
or push his P. one square. 

But, in the following situation, though so 
neariy similar to the last, the event of the game 
depends on the first move. 

SECOND SITUATION. 

JB. K. at his B. fourth square ; 

K. Kt. P. at its K. Kt. fourth square ; 

K. R. P. at its K. R. fourth square; 
W. K. at his Kt. third square^ 

K. R. P. at its K. R. third square. 

If the Slack play first he will win the 
game; but, if the White have the move^ 
he will draw the game. The difference 
between the event of this situation, and 
the result of the last, arises from the 
White Pawn's having been moved^ for, 
if it were at its sq. the game would be 
drawny as the K, couM not be forced 
from his R. square ; but the P. being 
moved, though only one square^ de- 
prives his K. of that safe retreat, and 
occasions the loss of the game^ ex. ^r. 
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1. 

JB. K. to the adversary's K. fourth square ; 
W. K. R. P. one sq. (or a), (or b), (or c). 



S. K. Kt. P. one square; 

If the White play his K. to his R. second 
square^ the filack will play his K. to 
the adversary's K.. B. third square, and 
then to the adversary's K. Kt.third sq. 
If the White, instead of playing to his 
R. second square, play his K. to his 
Kt. second square, the Black will play 
his K. to the adversary's K. B. fourth 
square, after which, if the White re- 
treat to his R. second sq. the Black 
will move his K. to the adversary's K. 
B, third square, and then to the adver- 
sary's K. Kt. third square ; and if, in 
lieu of retreating to his R, second sq, 
the White play his K. to his B. second 
square, the Black will check with his 
Kt. P, and then play his K, to the ad- 
versary's K. Kt. fourth square. There- 
fore, — 

W. K. to his B. second square. 
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A. 

jB. K. to the adversary's Q. third square. 

' And not to the adversary's K. B. fourth .^qi. 
as Carrera has directed. This player 
asserts that, in all cases, the R. P* 
draws the game against the Kt. and R. 
Pawns. 

W. K. to his B. square, (or aa). 

4. 

S. K. to the adversary's K. third square ; 
W. K. to his Kt. second square. 

■ 5. . ._ '" 

-B. K. to the adversary's K. B. fourth ^q. ; ,1 
W. K. to his B, second sq. 

6. ;; 

JB. I^t. P. checks; 

W. K. to his Kt. second square. 

7. 

^. K. to the adversary's K. Kt. fourth sq- 
and wins. 

(or a). 

1. 

B .:. 

W. K. to his R. second square. 
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B. K. to the adversary's K« B. third square;. 
W. IX. P. one square. 

3. 

S. Kt. P. one square ; 
W. K. to his Kt. square. 

4. 

B. K. to the adversary's K. Kt. third sq. 
and wins. 





(<wb). ■ 


B.. 
W. 


1. 
K. to his Kt. second square. 


B, 
W. 


'2. 
K. R. P. one square ; 
K. to his B. second square. 


B. 
W. 


3. 
K. to the adversary's K. Bl fourth sq. 
K. to his Kt. second square. 


B: 
W. 


4. 
K. to the adversary'^ K. third square; 
K. to his R. square. 


B. 
W. 


5- 

K. to the adversary's K. B. third square; 
K. to his R. second square. 
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ft 

J?. K. to the adv^sary's K. B; second sq. 
and then to the adversary's K. Kt. 
third square, &c. 

(ore). 

1. 

B 

W. K. to his B. second square^ 

2. 

B. K. to the adversary's K. B. fourth sq. 
W. K. to his Kt. second square, (or 1). 

3. 
J5- K. to the adversary's K. third square ; 
W. K. to his Kt. third square. 

4. 
B. K. to the adversary's K. second square ; 
W. R. P. one square; (or 2), 

5. 

JB. K. Kt. P. one square; 

W» K. to his Kt. second square. j^ 

6. 
B. K. to tjie adversary's K. third square; \ 
W. K. to hil^ Kt. third square. 

VOL. II. Y 



322 A TREATISE ON 

7. 

J9« K. to the adversary's. K. fourth square ; 
W. K. to his B. second square. 

8. 
B. K. to the adversary's Q. third square ; 
W. K. to his B. square. 

0. 
J5. K. to the adversary's K. third square ; 
W. K. to his Kt second square. 

10. 
JB. K. to the adversary's K. B. fourth sq. 
W. K. to his B. second square. 

11. 
JB. K. Kt. P. checks, and then the K. moves 
to the adversary's K. Kt. fourth sq. 
and wins. 

(or 1). 

-B...... 2. 

W. R. P. one square. 

3. 

S. K. Kt. P. one square ; 

W. K. to his Kt. second square ; 

4. 

JB. K.to th^ iaidversary's K. fourth square ; 
W. K. to his Kt. third square. 
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5. 

JS. K. to the adversary's K. third square ; 
W. K. to his Kt. second square. 

6. 

B. K. to tjie adversary's K. B. fourth «^/ 
and will win. 

(or 2). 
4. 

B ;... 

W, K. to his Kt. second square. 

5. 
B. K. R. P. one square ; 
W.' K. to his Kt. square. 

6. 

B. K. to the adversary's K. B; third square; 
W. K. to his R. second square. 

7. 

B. K. to the adversary's K. B. second sq. 
and then to ^ the adversary's K. Kt. 
third squar^e, &c. 

(or aa). . 

3. 

B. ...;. 

Wn K. to his Kt. square. 

Y 2 
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4. 

£. K. to the adversary's K« third square ; 
Wi K. to his Kt. second sqtiare« 

6- 
3. K. to the adversary's K. B. fourth sq. 
W. K. to his R. second square* 

6. 

S. K. to the adversary's K. B. third square, 
and then to the adversaiy's K. Kt. 
third square, &c. 

By the foregoing analysis, it is evident that 
the Blackf having the movcj will win the game: 
the following demonstration, proves, that, tf 
the White have tJie first movcj the game will 
he drawn. 

1. 

W. K. to his B. third square ; 
JB. K. R. P. one square, (or D). 

2. 

W. K. to his third square ; 
B. K. to his fourth square. 

3. 

W. K. to his B. third square ; 
jB. el to his own third square, or to his B. 
third square. 



cs^- 
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W.' K. to his Kt. fourth square ; 
B. K. to his B. third square, or to , his Kt. 
third square. 

5. 

W. K. to his B. third square ; 
B. K. to his B. fourth square. 

6. 

W. K. to his third square, (as at the second 

move). 
J5. K. Kt. P. one square. 

V 7. 

W. R. P. takes it, giving check, and the^i 
the K. plays to his B. second square, 
to his' Kt. square, and lastly, to hi« 
R. square ; whence the Black vrill be 
unable to drive him. 





• (or D). 


w., 


1. 


B. 


K, to his third square, or to his B. third 
square. 

2. 


W. 


Must carefully retrograde on the same 
perpendicular as the. Bladk K. Sup- 

y3. 
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pose the Black K. to be at his B. third 
square, the White must play his K. to 
his B. second square ; 
B. K. to his B. second square. 

3. 

W. K. to his B. square ; 
B. ^ K. to his B, square. 

4. 

W. K. to his B. second square ; 
B. K. to his second square. 

5. 
W. K, to his third square ; 
B* K. to his B. third square. 

6. 

W. K. to his JB. second square, observing 
carefully to play on the same perpen- 
dicular as the Black K. and within aney 
three, or Jive squares from him. 
If the Black, at the first move (of this back- 
game D), should play his K. to his 
third square, the White ought to play 
his K. to his second square, and then 
if the Black play the K. to his fourth 
^ square, the White must play the K. 
to his third square. If, instead of 
playing his K. to his fourth square (at 
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the second move) the Black were to 
play his K. to his Q. third square, the 
White may play his K. to his Q. second 
square. If then the Black play his K. 
to his Q. B. third square, the White 
may move his K. to his Q. B. second 
square ; for, though the Black should 
play the K, Kt. P. one square, the 
game will still be drawn whether th^ 
Black take the White Pawn or not : in 
the latter case, both players will have 
a Q. in the farmer j the K. will over- 
take the P. 



y4 
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THIRD SITUATION. 

jB, K, at the adversary's K. fourth square ; 

K, Kt. P. ait the ady.prsary's K. Kt,7ourth 

square ; 

K., R. P. at the adversary's K. R. fourth 
square; 

W. K. at his second square. 

"K. R. P. at home. 

This is a drawn game* If the player of the 

White have the move, it is obvious, 

that, by retiring his K. to his R. sq. 

he virill very easily draw the game : and 

if the player of the Black have the first 

move, the White will likewise draw thp 

game.— ex. — 

1. 
B. Kt. P. one square ; 
W. R. P. one square, [or a], [or h], 

2. 

B. K. to the adversary's K. B, fourth sq. 
W* K. to his B. square, 

3. 

p. K. to the adversary's K. B. third square; 
W* Jt. to his Kt. s(}uare. 
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4. 

i?. Kt, P. one square ; 

W^ K. to his R. second $quare. 

The Black is obliged to abandon his Kt« ^ 

P. as he cannot support it without 

stale-mating his adversary. 

[a]. If tjie White were to take the Kt. P. he 
would lose the game. — ex.— - 

1, 
J3. ......;, ,... 

W. P. takes the Kt. P, 

2. 

jB. R. p. takes it. 

fT. K. to his B. square, [or *] 

3. 
JB, K. to the adversary's K. B, third square; 
W. K. to his Kt square. 

4. 
B. P. to the adversary's K. Kt. second sq. 
W. K. to his R, second square. 

5. 

Bf K. to the adversary's K. B. second sq. 
and wins. 

[J]. The White may equally draw the game 
by playing the following moves :-?- 



' V 
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1. 

S. Kt. P. one square; 
W. K* to his S. square. 

If the Black take the P. the White will 

move his K. to his Kt. second square^ 

and, of course, will easily draw the 

# game ; and, if the Black, instead of 

taking the P. should play — 

2. 

JB. K. to the adversary's K. B. third square; 
W. K. to his Kt. square^ or the P. one^ sq. 
and the game is drawn. 

[or*] 
2. 

B 

W. K. to his square. 

3. 

B. K. to the adversary's K. third square ; 
W. K. to his B. square. 

4. 

B. K. to the adversary's K. B. third square, 
and then the P. one square. 



1 
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FOURTH SITUATION. 

jB. K. at his B. second square ; 

K.Kt. P. at home;' 

K. R. P. at home; 
W. K. at his B. fourth square. . 

K. R. P, at home. 

' White to move ; Black must win. — ex. — 

1. 

W. K. to the adversary's K. B. fourth sq. ' ^ 
JB. R. P. one square. 

2. 

W. K. to his B. fourth squiare : 
S. K. to his B. third square. 

3. 

W. K. to his Kt. fourth square ; 
B. K. to his Kt. third square. 

4. 

W. K. to his R. fourth square ; 
B. R. P. to its fourth square. 

5. 

W. K. to his' R. third square ; 
B. K. to his Kt. fourth square. 
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6. 

W. K. to his Kt. third square ; 
B. R. P, checks. 

W^; K. to his R. third square; 
B. K. to his R. fourth square, 

8, 

W. K> to his Kt. second square ; 

B. ^. to the adversary's K. Kt fourth sq« 

». 
W. K. to his Kt. square ; [or u]. 
B. K. to the adversary's K» R« third square. 

10. 

W. K. to his R. square ; 

B. Kt. P. two. squares. 

, It must be particularly observed, that, if 
the White K. should be at his Kt. sq» 
the P. must be played only one sq. 

11. 
W. K. to his Kt. square ; 
B: Kt. P. to the adversary's K. Kt. fourth 
square. 

12. 
W. K. to his R. square ; 
B. Kt. P. to the adversary's K. Kt. third sq. 
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13. 

W, P. takes it; . . .: 

B. R. P. takes the P. ^ 

14. 

W. K. to his Kt. square; 
J3. P. to the adversary's K. Kt. second sq. 
and wins. 

[or a]. 

9. 

W^ p. checks; 

B. K. to the adversary's K. B. fourth sq. 

10. . 

W. K. to his B, second square; 

JB. Kt. P. one square (to gain the move). 

11. , 

W. K. to his Kt. second square ; 

B. K. to the adversary's K. third square. 

12. 

W. K. to his Kt. square ; 

B. K. to the adversary's K. B. third square. 

13. 

W. K. to his R. second square; 

JB. K. to the adversary's K, B. second sq. 
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14. 

W. K. to his R. square ; 
S. K. to the adversary's K. Kt. third square^ 
and must ^iu., 



i 
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FIFTH SITUATION. 

Sy K. at the adversary's K. fourth square ; 
K. Kt. P. at the adversary's K. Kt. fourth 

square ; 
K. R. P. at the adversary's K. R, fourth 
square ; 
W. K. at his second square. 
K. Kt. P. at home. 

Black to move ; nevertheless White draws 
the game. — ex. — ^ 

1. 

JB. K. Kt. P. one sq. ' [or a], [or J], [or c], 
W. K. to his B. square. 

JB. K. to the adversary's K. B. fourth sq. 
W. K. to his Kt. square. 

t i 

JB. K. to the adversary's K^ Kt. foifl-th sq. 
W. K, td his R. square. 

4. 

JB. R. P. one square ; 

W. Must cautiously avoid taking it; instead 
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of which he must play his K. to his 
Kt. square, and the game is unqties^ 
tionably drawn. 





[oral 




1. 


B. 


R. P. one square; 


W. 


Kt. P. takes it. 



2. 

J 

If the Black take with his P. the White 
will draw the game by playing into his 
R. square. 

B. Kt. P. to the adversary's K. Kt. third 
square ; 

W. P. to its K. R. fourth square. 

3. 

B. K. to the adversary's K. B. fourth sq. 
W. P. to the adversary's K. R. fourth sq. 

4. 

The Black is now compelled to play his K. 
%o his Kt. fourth sq. and the White, 
moving his K. to his B.* third square, 
draws the game ; each King capturing 
his adversary's Pawn. , 



\ 
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[or*], 

1. 

S. K. to the adi'ersary's K. B. foiirth sq. 
W. K. to his B. second squ^e; 

B. Kt. P. checks ; 
W. K. to his B. square. 

3. 

Bi K. to the adversary's tL. third square ; ' 
W. K. to his Kt. square. 

4. 

B. K. to the adversary's K. second square; 
W. K. to his R. square. 

5- 
B. R. P. one square; 
W. Must not take it, but play his K. to his KU 
square. 

6. 

B. K. to the adversary's K. third square ; 
W. Kt. P. takes the R. P. * 

B. K. to the adversary's K. B. third square; 
W. P. one squate, and the drawn game is e- 
vident. 

VOL. II, z 
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\- 

IFl K. to his ^ ..«>^9iDi4 ?<J»iWe , , .. 

B. K. to the adversary's K- 3> foqrth sq. 
IF. P. to its K. Kt. tWyrd sq*. gjviiD^ c^k. 

B. ^. P. takes the P. and cheqlw; 
W. K. to his Kt. second sqi^^r^ii. 

4. 
J3, K^ to bis B. fowrth sq««re ; 
W. K. takes the P. 

6. 
J9. K. to his Kt. fourt^ square \ 
W.. a,. M his ^t. second <i9«fu^.. 

6. 
B. K. to the adversaiy's K. B. fourth sq. 
W. ^. to I\is B. second square.' 

■ 7. 
B. P. checks ; 



fHS GAJHEi OP €H£S8; AMI 



I cannot close tbese PoiilitiaiiB of two Pawns 
a^nM one^ without gifvmg asi^MfMimpiii&ere 
one of th^ ^ftirers' baid' a f^cUMi Wurnn^ which 
retideFd tbe manceiii^iing o^ the adhrorse King 
stiH moro <liffi€iik because h^ dar^i^ notremoye 
himself too far from the passed F^mUi 

SITUAHFION. 

S. K. at his Q. B. third square ; 
K. R. P. at its R. fourth square; 
K. Kt. P. at it^ Kt third sqi;.^.re ; 
W. K. at its Q. fourth square. 

K. Kt P. at adversary's K. Kt. third sq> 
White, having the move, can draw the 
game only by very careful play of his 
King. He must first move to his K. 
fourth square, where he will be ready 
to renew his. opposition to the adver- 
sary's K. if Black play either to his 
Q. third or second square, or to his Q. 
B. or Q. Kt. fourth squares. But, if 
the Black, (after playing to his Q. B. 
secandy the proper counter-move to 
which, on the part of the White, iff 
the K. to adverse Q. fourth square) 
were to play to his Q. B. or Q. Kt. sq. 

z2 
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How ought White to play ? — ^not darii^ 
to advance nearer the adverse K. oa 
account of the passed Pawn^ 
These two moves of the Black reqiure se* 
parate counter-moves from the White, 
and, if they are not played correctly, 
he will lose. I recommend the Pupil 
to study this Position attentively. — 
For, although the proper counter- 
moves may appear easy to a well-ex- 
ercised player, yet mistakes are every 
day made, in similar situations, by 
Amateurs, who are, in other respects, 
by no means weak players* 



THE GAME OF CHESS. 341 

SITUATIONS, 

With various Patvns on both $ides. 

B. X. at his R. fourth square ; 

K. R. P. at the adversary's K. R. fourth 

square; 
K. Kt. P. at the adversary's K. Kt. third 

square; 
Q. B. P. at its square ; ^ 
Q. Kt. P. at its square ; 
Q. R. P. at its square ; 
W. K. at his Kt. square. 

Q. B. P. at the adversary's Q. B. fourth 

square. 
Q. Kt. P. at the adversary's Q. Kt. fourth 

square. 

^sary'j 

square. 

The player of the White wins by the scieu- 
jtific play of his Pawns, though the game is ap- 
parently much against him. 

1. 
W. Q. Kt. P. to the adversary's Q. Kt. third 

square ; 
B. Q. B. P. takes it. (or o). . 

2. 
W. Q: R. P, one square; 
B. Q. Kt. P. takes it. 



square. ^ ♦ 

Q. R. P. at the adversary's Q. R. fourth 



^2 h ^%BKT%^ 0» . 

3. 

W! Q. B. P. to the adveritry's Q. B, thira 

square ; 
^. K. to the adversary's IS,. Kt, fourth sq, 

4. 
W. P. to the adversary's Q. B* second sq, 
^. K- tp thf ^di'^V^^ K., ^. tiiird aquare, 

IF, P. becomes a Q. and wins the ganie witli 
facility. 

(or «), 

1. 

W. 

B, Q. R P takes Q. Kt P, 

f 2. 

FT, Q. B. P. to the adversary's Q. B. third 

square ; 
U. Q. Kt. P. fekes it 

3, 
IF. Q. R. P. to the adversary's Q. R. third 

S411S|F#i 

S. K. to the adversary's "Kl. K,^. fourth sq. 

4. 

IF. P. to the adversary's Q. R. second sq. 
JP. K, to the adverpary'c K. B. third iBquare, 
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FFl P., becomes a Q, 

B. I^. R. P. to the adversary's K^.^l. tJiW 
^ square. 

■ ^ 6. 

W, Q. tkkes the P. which is at the advetSa-* 
ry's Q. B. ttilrd square, gives cfceck, 
and easiljF^wiiis-tbergwae. 



^1 






I' ' • 



I? . . Uj 



z4 



. U 



A Pawn < 
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In the following Position the Player of the 
White ean save the game only by preventing 
the Black K. from taking possession of his 
(the Black's) King's fbyrth, or King's Rook's 
fourth square ; in either case^ White woul4 
Ipse his King's Bishop's P^wn and the game, 

SITUATION. 

P» K. at his square ; 

'at his K. B. third square* 
at his K. Kt. fourth square, 
at his Q, fourth square, 
at the adv. K. R. fourth sq« 
at the adv. K. third square, 
^at the adv. Q. fourth square, 
W. K. at his Kt. square ; 

at his K, second square, 
at his Q. third square/ 
A Pawn ^ at his K. R, seeond square, 
at his K. R. third square, 
^at the adv. K, B. fourth sq^ 
At first sight it seems indifferent whether 
the White, having the move^ ought to 
play his K. to his Kt. second square. 
If he does play so he will lose the 
game. If the Black has the Jirst move 
the White must thm make that ni.ove« 
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In such positions the delicacy with which 
the King must be played, in order to 
cMie hst in opposition to the decisive 
square, is made manifest. 
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mmB OF GAMES^ 

With a Queen against a Pawn within one square 
, of Queen. 



The Player with the Queen will not be able 
to win the game if the Pawn is on either of the 
Rook's files, or (with some few exceptions) on 
either of the Bishop's files. With the Pawn 
on the K. Q. or Kt. files, the Q. will win. 

Proper method of playing the Queen. 
Ex. gr. — ^When the P. is on the Kt. file, 

SITUATION. 

S. K. at adversary's K. B. second square; 

P. at adversary's K. Kt. second square ; 
W. K. at adverse Q. B. square, 

Q. at adversary's |C..R. third square. 

1. 
Wi Q. checks at adversary's K. B. fourth sq, 
JB. K. to adversary's K. square. 

2. 
W. Q, to her K. Kt fourth square; 
B. K. returns to B. second square. 
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IF, Q. checks at her K. B. fourth square ; 
J5. K, to adv^vary's K. square. 

4. 
W\ Q. checks at her K. Kt. third square ; 
S. K. to the B. square. 

• 5. 
W. Q. ch&cks at K. B. third square ; 
S. K. to the Kt. square. 

Tihe Black being thus compelled either to 
lose his P. or to play before it, the 
White K. is enabled to advance one 
step towards the assistance of his Q. 
and^ by a repetition of the same moves, 
he will, at length, be brought close to 
the P. to co-operate in the check-mate. 
But when the Pawn is on the Bishop's file, 
^ it is impossible to compel the King to 
play before it — ex. gr. 

SITUATION. 

S, K. at adversary's K. Kt. second square; 

K. B. P. at adversary's K. Kt. second sq. 
W. K. at his Q, fourth square. 

Q. at her B. fourth square. 

W. Q. to her K. second squsure; , 
J5. K, to adversary's Kt. square. 
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I 

2. 

W. Q. checks at her K. Kt. fourth sqnare ; 
J5. K. to adversary's K. second square. 

3. . 

W. Q. to her K. B. third square ; 
JB. K. to adversary's Kt. square. 

4. 
W. Q. checks at her K. Kt. third square. 

If the P. were on the K. Q. or Kt. file, this 
move would compel the Black to play 
his King before it: but he may now 
move him to the R. square, because, 
if the Q. takes the P. he will be in a 
stale ; and, if the Queen continue to 
check, the same moves will occur ad 
infinitum. 

When the P. is on the JR. file, the K. may 
be compelled to play before it; but 
it is useless^ because the adverse King 
cannot advance dose to the P. without 
putting the other K. int6 a stale* 

It has been observed that there are a few 
exceptions where the Queen may win 
against a Bishop's Pawn, Ii^ such 
cases, the game is won in consequence 
of the peculiar situation of the Kii^* 
ex. gr.— 
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SITUATION, 

-fi. K. at adversary's Q. Kt. second sq. 

Q. B, P. at adversary's Q. B. second sq, 
W. K. at his Q. Kt. fourth square. 

Q. at her K. second square. 

White moving first. 

1. 
W. Q. to her second square; 
J5. K. to adversary's Q. Kt. square; {or a). 

2. 

W. K. to his Q. Kt. third square; 
B. P. becomes a Q. (or h). 

3. 

W. The Q. check-mates at her R. second 
square. 

(or a). 

1. 

W 

B. K. to adversary's Q. R. square. 

2. 

W. K. to his Q. Kt. third square ; 
B. K. to the Kt; square* 



W. Q. takes the P. checking, and check- 
mates at the next move. 

2:' "' " ' '■ 



4. 

W. Q. to her B. thkd square, and will dieckr 
mate in a move or two. 

Supposing the BloiCk to move first in the pre- 
ceding situation, the White will likevrise win. 
ex. gr. 

1. 

B. K. to a4versary's Q.« Kt. sqttai:^; or [a] 
W. K. to his Q. B. third square. 

If the K. were played to Q. Kt. third sq. 
Black woald draw the ^mer by mak* 
ing a Kt. and cheeking K. and Q. 



w. 

B. 


The P. goes to Q. becomes a Knight and 
checks. 




a 


B. 


K. to his Q. R. third square ; 

The Kt. to adversary's Q. third square, 

to prevent check-mate at Q. Kt. ser 

cond square. 
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B. The P. becomes a Q. and checks, or (ft] 
W. K. to Q* Kt. third square, ajad will check- 
tnate in three nioYes at most. 

or [a] 

1. 
B: ^K. t6 ailrwsary^ Q. H. square ; 
W. Q. to her second squ^e. 

2. 

B. K. to adversary's Q. Kt. second square ; 
W. J^tQ<lwQ.]l«ii!)«0r^bsqttai^^ W \ 

"/" "'■'•" 3: ■ 

B. K. to adveirsary s Q. R. square ; 
W. K. to Q,. Kt. third square, aad check- 
. mates at the seicond move. 

- 'or [i] . 

B. K. to adversary's Q. R. square ; 

W. K. takes the P. and check-mates at the 

vttfxi more with the Q. at the advei^a- 

ty'a Q. R. thit* square. 
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ENDS OF GAMES, 

WITH PIECES ONLY ON THE BOARD. 



Method of giving Check-mate w%th\ hoik 
Sishops. 

SITUATION. 

B^ K. at tbe adrersary's K. fourth square ; 
W. K. at the adversary's Q. B. fourth sq. 

K. B. at its Q. Kt. third square. 

Q. B. atthe adversary's Q. Kt. square. 

1. 

IF. K. B. to the adversary's Q. fourth square, 

giving check ; 
B. Ki to the adversary's K* third square^ 

2. 

W. Q. B. to the adversary's K. fourth sq. 
B. K. to the adversary's Q. third square, 

3. 

W. Q. B. to its Q. fourth square ; 

B. K. to the adversary's Q. B. second sq« 



N 



4. 
W. K. to his Q. ]R. fourth sqi^ftif^; 
B. K. to the adversary's Q. sec9^d squareu 

IF. K. B. to its third square; 

S. K. to the adversary's K. square* 

6. 
W. K. to bis Q* third square ; 
B. K* to the adversary's K, B- squa:re« 

7. 

W. Q. B. to its K. third square; 
B. K. to the adversary's K. square. * 

8. 

W. K. B, to its K. Kt. second square ; 
B, K. to the adversary's Q. square^ 

9. 

W. Q. B. to its K. ]p. second square ; 
B. K. to the adversary's Q. B. square. 

10. 

W. K: to his Q. B. third square; * 

B. K. to the adversary's Q» square. 

11. 

W. K. B. to its tlw<) 9fmV[% §0r4)e cj^eck (; 
B. k. to the a4Terswry'8 Q. JB, iiq^^f». 
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W. Q. B. to its K. third sq. giving check ^ 
B. K. to the adversary's Q. Kt. square. 

13. 

W. K. to his Q. Kt. third square ; 
S. K. to the adversary's Q. R. square* 

14. 

W. K. to his Q. R. third square ; (or a) 
S. EL to the adversary's Q. Kt. square. 

, 15. 

W.' ^. B. to its K. fourth sq. giving check ; 
B. K. to the adversary's Q. R. square. 

16. 

W. Q. B. to the Q. fourth square, giving 
check-mate. 

(or a) 

. 14. 

W. Q. B. to its K. B. fourth square ; 
B. , K. to the adversary's Q. Kt* squsure* 

15. 

W. K. B. to its K4 fourth j9q. giving check ; 
B. K. to tiie adversary's Q. R. square. 
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16. 

W, Q. B.to the adversary's K. fourth sq^, 
. giving check^mat'e. 



aa2 
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Method of giving Check-mate with a Knight 
and Bishop. 



SITUATION. 

£. K. at his Q. R. square ; 

W. K. at the adversary's Q. B. third square ; 

Q. B. at its square. 

Q. Kt* at the adversary's Q. fourth sq. 

1. 
W. B. to the K. B, fourth square ; 
S. K. to his Q. R. second square. 

" 2. 

W. Kt. to the adversary's Q. Kt. third sq, 
J9. K, to his Q. R« third square. 

3. 
W. B. to the adversary's Q. Kt square; 
S. K. to his Q. R. fourth" square. 

W. Kt. to adverse Q. fourth square; 

B. K. returns to the R. third square, [or^j 

5. 
IF. Kt. to its fourth square, giving check ; 
S. K. to his Q. R. fourth square. 
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6. 

W. K. to the mdv^ersary'^ Q. B. feiuih nq. 
it. K. to the adversary's Q. &• finiith sq, 

7. 

TF. K. to his Q. B. fourth square ; 

B. K. retMRn to hw Q. B. fovilh Sfuive« 

«. 
fT. B. to the adversury's Q. B, second sq* 

givmg check ; 
B. K. to the ad^rsary's Q. R, fourth ^q. 

W. B. to the adversary's Q. Kt. third sq, 
B. K. to the adversary's Q. R* third sq. 

10. 
W. Kt. to its Q. third square ; 
B. K> to the adversary's Q. R, fourth sq.* 

11. 
W. Kt. to its second square, giving check ; 
B. K. to the adversary's Q. R. third square* 

12. 
TT. K. to his Q. B. third square; 
B. K. to the adversary's Q. ft. isecond sq. 

W. K.. tohis<^. JB.s^eoond sqwuie; 
B. K. t» the 'ad^viesBitf|r'« H. R. i&kd square* 

AA 3 
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14. 

W. B. to the adversary's Q. B. fourth square, 

giving oheck ; 
JP. R. to the adversary's Q. R. second sq. 

1$. 
W. B. to its Q. Kt. fourth square ; 
J3. K. to the adversary's Q. R* square* 

16. 

W. Kt. to its Q. third square ; 

iB. K4 to the adversary's Q. R. second sq, 

17. 

W. Kt. to its B. square, giving check ; 
JP. K. to the adversary's Q. R. square. 

W' 3. to its third square, giviiig checH-mat?.* 

' [ora] 

.4. 

W, 

S. K. to the adversary's Q. R. fourth sq. 

5, 
W. B. to the adversary's K. fourth square ; 
B. K. to the adversary's Q, Kt. third sq. 
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6. 

W. Kt. to its K. third square ; 

J3. K. to the adversary's Q. Kt, fourth sq, 

FF. K. to the adversary's Q. Kt. third sq. 
B. K. to the adversary's Q. R. fourth gq. 

8. 

W." B. to its third square ; 

B. K. to the adversary's Q. Kt, third 3q, 

9. 

W. B, to its Q. second square; 

J5. K. to the adversary's Q. R. fourth sq, 

10. 

W. K.. to the adversary's Q. B. fourth sq. 
J5. K. to the adversary's Q. Kt. third sq. 

11. 

W. K. to the adversary's Q. Kt. fourth sq. 
J5. K. to the adversary's Q. R. third square. 

12. 

W. Kt. to its B, second square, giving checl^; 
jB. K. to the adversary's Q. Kt. second sq. 

13- 
W. Kt. to its Q. fourth square ; 
, -B. K, to the adversary's Q. R. third square* ' 
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W. B. to its Square, giving check ; 

J?« K. to the adversary's Q. R. second sq* 

15. 
W. K. to Ills Q. Kt. fourth square; 
S. K. to the adversary's Q. Kt. square. 

16. 
iV. B. to its R. third square ; 
S» K.. to the adversary's Q. R. second sq. 

17. 
W. Kt. to its K. second sqtiare ; 
jff. K. to the adversary's Q. Kt. sq. , [or i] 

18. 

W. K. to his Q. Kt. third square ; 

S. K. to the adversary's Q. R, square. 

19. 

W. B. to its Kt. second sq. giving check ; 
JB. K. to the adversary's Q. Kt square, 

20. 

iF. Kt. to its B. third square, giving check- 
mate. 

[or J] 

W. 17. 

i&. K. to the adversary's Q. R. square. 
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18. 

W. K. to his Q. Kt. third square ; 

3. . K. to tiie adversary's Q. Kt. square. 

19. 
W. Kt. to its B. third square, giving check; 
B. K. to the adversary's Q. R. square. 

20. 

W. fi. to its Kt. second square, giving check- 
mate. 

The anonymous Editor of Philidor, in a 
note on the Bishop & Knight's Check- 
mate, says that * the Mate MUST be 
* ' given in the comer square vrhich is of 
^ the colour on which the Bishop moves.' 
[note (a) page 222, 2nd vol. 3rd Edit] 

If this Editor means to say that the Mate 
cannot be given on any other square, 
the preceding analysis vrill show that 
he is mistaken. If this is not his mean- 
ing, I should be glad to know what he 
does mean. 
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Method of giving Check-mate with a Mook^ 



TiiE anonymous Editor of Philidor, in 
treating of this Check-mate, exhibits a singular 
instance of confusion of Idea, as well as an 
uncommon lack of talent for analysing Chess. 

After giving PhilidorV Position (which 
wins at iht /aurteenth move) without comment, 
though the Mate may be effected at the ninths 
this Editor goes on .to say that ^ there* is ano^ 

* ther mode of compelling into the Rook's- 
^ mate, which will, in general, be found to be 

* more summary than that which has been exhi- 
*bited/ 

This other mode he explains as follows. — 
* The principle of it is to confine the adverse 

* King in a square, two sides of which are 

* formed by the extremities of the Board, and 
^ two sides by impassable lines running from 
' the station of the Rook/ As if Philidor's 
Mate was conducted on ^ differmt principle 
from the one here described ; or, indeed, as 
if it were possible to compel the King into the 
Rook's-mate on any other principle* 
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I have given an analysis in the Preface, 
This Mate, however, cannot always be giv- 
en so quickly. In the following position it can- 
not be ed&cted in less than seventeen moves^— 
ex, gr.— 

SITUATION, 

W. K. at the adversary's K. R. square; 

R. at its Q. Kt. square ; 
S, K. at the adversary's Q. third square. 

1. 

W. R. to its Q. Kt. fourth square ; 

JS. K. to the adversary's Q. B. third square. 

2. 

W. R. to its K. Kt. fourth square ; 

jB. K. to the adversary's Q. third square. 

3. 

W. K. to the adversary's K. Kt second sq. 
JS. K. to the adversary's K. third square. 

4. 

W. K. to the adversary's K. Kt. or K. B. 

third square; 
S. K. to the adversary's K.-B. third square. 

5. 

W. K. to the adversary's K. B. fourth sq. 
B. K. to the adversary' K. third square. 
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W. il. to its K. B.foHrth square; 

jB. K. to &e 4Ei;dTein»aiy's <Q. thiril ^«mre. 

4. 

W. R. to its K, fourth square ; 

JB, K. to the adversary's Q. B. third sq, 

8. 

W. K. to the adversary's K. fourth square ; 
B. K. to the adversary's Q. third square. 

9- 
W. K. to the adversary's Q. fourth square ; 
B. K, to the adversary's Q. B. third squai^ 

10. 

W. R. to its Q. fourth square ; 

B. K. to the adversary's Q. Kt. third sq, 

11, 
W. R. to its Q. B. fourth square ; 
B. K. to the adversary's Q. R. third sq. 

W. K. to his Q. fourth square ; 

B. K. to *he adversary's Q. Kt. third sq. 

13. 
W. K, to his Q. thir-d square ; . 
JB. K. ^ the ^adversary's Q. Kt. secaad sq^ 
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14. 

W. K. to his Q. second square; 

S. K. to the adversary's Q. Kt. third sq, 

16. 

W. R. to its K. fourth square ; 

jB. K. to the adversary's Q. R. third square. 

16. 

W. K. to bis Q. B. second square; 

B. K. to the adversary's Q. R. second sq, 

17. 

W. R. to Q. R. fourth square^ gii^ng check- 
mate. 
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Method of giving Check-mate with a Rook on 
a particular Square. 

SITUATION* 

B. K. at the adversary's K. square ; 
W. K. at his B. third square. 
K. R. at its second square. 

The Black King to be check-mated on kis 
own square. 

1. 
W. R. to its K. B. second square ; 
B. K. to the adversary's Q. square. 

2. 

W. R. to its K. second square ; 

B. K. to the adversary's Q. B. square^ 

3. 

W. K. to his^ third square ; 

B. K. to the adversary's Q. square. 

4. 

W. K. to his Q. third square ; 
B. K. to the adversary's Q. B. square. 
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,5. V ' ; 

W. R. to its Q. second square ; 

J?. K. to the adversary's Q. Kt, square. 

«. 
W. R. to ijts Q. B. second square ; 
S. K* to the adversary's Q. R. square. 

7. 

W. K. to his Q. second square ; 

B. K. to the adversary's Q. Kt. square. 

8. 

W. K. to his Q. B. third square ; 

B. K. to the adversary's Q. R. square. 

W. R* to its Q. B. square, giving check; 
B. K. to the adversary's Q. R. second sq. 

10. 

W^ R. to its Q. square ; 

B. K. to the adversary's Q. R. third square. 

IK 

W. R. to its Q. Kt. square ; 

B. K. to the adversary's Q. R. second sq. 

.12. 

W. K. to his Q. B. second square; 

J?. K. to the adversary's Q. R. third square. 
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13. 

W. R. to its Q. Kt. second square ; 

B. K, to the adversM-y's Q, R. fourtb sq^ 

14. 
W. R. to its Q. Kt third square ; 
B. K. to his Q. R. f6urth squarj^. 

15. 

W. K. to his Q* B. third square ; 

B. K. to the adversary's Q. R. fourth sq. 

16. 

IF. K. to his Q. B. fourth square ; 
B. K. to his Q. R. fourth square. 

17. 

W. R. to its Q. Kt. fourth square ; 
B. K. to his Q. R. third square. 

18. 

W. R. to the adversary's Q. Kt fourth sq. 
JB. K. to his Q. R. second square. 

19. 

W. K. to the adversary's Q. B. fourth sq.. 
B, K. to his Q, R. third square. 

20. 
IF. K. to the adversary's Q. B. third flquai« ; 
B. K. to his Q. R. second square^ 
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21. 

tV, R. to the adversary's Q. R. fourth sq. 

giving check; 
JS. R. to his Q. Kt. square. 

22. 

If. R. to its Q. R. fourth squai^ i 
S. K. to his Q. B. square. 

23; 

W. R. to its Q. Kt. fourth square ; 
J?. K. to his Q. square. 

24. 

W. K. 40 th*e adversary^ Q. third square ( 
B. K. to his Q. B. square, (or a) 

25. 

W. R. to the adversary's Q, Kt fou^ sq. 
B. K. to his Q. square. 

26. 

W. R. to the adversary's Q. B. fourth sq.i 
B. K. to his o-wn square. 

IT. K. to the adversary's K. third square j 
B. K. to his B. square. 

VOL. II. *■ 
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W. B. to tke advertsary's K. Kt. fourtk sq. 
B. K. to his own square. 

29. 

W. R. to adverse K. Kt. square, and check- 
mates. 

' (or a) 

24. 

W 

S. K. to his square. 

25. 

IF. K. to the adversary's K. third square ; 
S. K. to his Q. square. 

26. 
W. R. to its Q. B. fourth square ; 
jB. K. to his own square. 

27. 

W. R. gives check-mate at adversary's Q. B. 
square. 
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Method of drawing a Gam6 with a Knight 
against a Rook. 

SITUATION. 

B. K. at th^ adversary's K. third square ; 

R. at the adversary's Q. R. square ; 
W. K. at his own square. 

Kt. at the Q. B. square. 

1. 
W. K. to his Q. square;, \ 

-B.il. to the adversary's Q, Kt. square. 

2. 

W. K. to his Q. B, second square ; 
B. . R. to its Q. Kt. fourth square. 

3. 
W. K. to his Q. square ; 
B. R. to the adversary's Q. Kt. second sq. . 

4. 
W. K. to his square ; 
B. R. to the adversary's Q. second square. . j 

W. Kt. to its third square ; 

B. R. to the adversary's Q. Kt. second sq.^ 

•(or a) . - . •. 

bb2 
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6. 

W. Kt to itoO^B. square; 

B4 R to the adversary's K. B. second sq^ 

7. 

W. K. to his Q. square ; 

jB. .R. to the adversary's K. R. second sq« 

8. 

W. Kt. to its third square ; 

B. K. to the adversary's Q. third square. ' 

W. Rt. to its Q. B. square, giving check ; 
S. K« to the adversary's Q. B. third square. 

10. 
W. Rt. to its R. second sq. giving check ; 
jB. R. to the adversary's Q. Rt. second sq. 

11. 
W. R. to his own squiare ; 
B. R. to the adversary's Q. B. second sq. 

W. R. to his B. square; 

J?« R. to the adversary's Q. second square. 

13. 
W. Rt. to its R4 Rt square ; 
B. R. to the adversary's Q« square. 
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14. 

W. Kt, to lis K. B, third squaFe ; 
B. R. to the adversary's K. R. squaire, giv- 
ing check. 

W. I^t, interposes at its K. Kt square ; 
S. R. to its K. R. fourth square. 

16. 
IF. K. to his Kt second square; 
J?, K. to the adversary's I^. squ^re^ 

17. 
W. Kt. to the K. B- third sq. giviug check; 
J9/ K' to ^he adversary's K. second sqvare^ 

18. 

W. Kt to its own square, giving check; 
J3. K. to the adversary's K^ third square; 

19. 
W. K. to his B. square ; 
JB. R. to its K. B. fourth sq. giving check. 

20. 
W. K. to his own square; 
B. R. to the adversary's K. B. second sq. 

21. 

W. Kt to its R. third square ; 
JB. R. to the adversary's K. Kt. second sq. 

BB 3 
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22. 

W. K. to bis B. square ; 

JB. R. to thie adversary's K. R. second sq, 

23. 

TV. Kt. to its own square ; 
B. R. to the adversary's K. B, second sq. 
giving check. 

24. 

WT. K. to his own square ; 
i?. R. to the adversary's K. Kt. second sq. 
or to the adversary's Q. Kt. second sq. 

25. 

W. K. to his B. square ; and it is evident 
that the Black cannot win the game. 

(or a) 

From the fifth move of the Black. 

5. 
W 

B. R. to the adversary's Q. B. second sq. 

6. 

TV. K. to his Q. square; 

B. K. to the adversary's Q. third square. 

7. 

W. Kt to its Q.*B. sq. giving check ; [a] 
B. K. to the adversary's Q. B. third square. 
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8. 

W. Kt. to its K. second square, giving check, 
and will easily make a drawn game. 

[a] If the White, instead of this move, were 
to play the Knight to its Queen's Rook's sq. 
the Black would win.--rex,— 

JV, Kt. to its Q. R. square ; 

B: R.ito^he adversary's Q/KtJ^s*fcoiiiiscr.^ 

\^r:-^ - :? ill u; ./♦ :\\ 
FT, iJ^,:to his Q-^v square ;.i; I »;. ./[ /^; 
B. K. to the adversary's Q. B. third sq. 

'. . .,• • ■..»• ,: ......:: n 

W. Cannot play his Kt. without putting it<^ 

pris€y and if he play his K. to his Q. 
square, the Black checks at the adver- 
sary -s Q. Rt. ^quave,^ and'whls -tiie-K't. 
N.(B; It is to- be'oMei-ved, that whfen the Kt. 
is distant from its King, the Rook generally 
wins the game. ^ .^ .^ /U 



BB 4 
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Method (^ drawing a Game with a Bishop 
against 9 lioo]^* 



SITUATION, 

Bf K, at^the adversary's K. third square ( . 

Q. R. at its third square ; 
IT. EL at his B. square. 

K. B, at the adversary's Q. P. third sq* 

I. 
IF« B. to the adversary's Q. Kt. second sq, 
B^ R. to its Q. Kt third square, 

% 
yV* B. to the adversary's Q. fourth square ; 
^f fLJto the adversary's Q. Kt. second sq, 

3, 
W* B. to the adversary's Q. B. third square ; 
B' R* to the adversary's K, B. second sq, 
giving cheqk. 

4. 
W. K. to his Kt. square ; (a) 
Bf K, to the adversary's K. second square^ 
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6. 

BT. B. to the adversary's Q. fourth square ; . 
JB. K. to the adversary's K. square, 

6. 

W. B. to the adversary's Q. B. third square ; 
B. R. to its K. B. third square; 

i . ^ 

W. B. to the adversary's Q. Kt. second sq. 
B. R. to its K. Kt. third sq. giving check. 

8. 

W. K. to his R. second square; 

JB. K. to the adversary's K. B. second sq. 

9. 
W. K. to his R. third square; 
B. R. to the adversary's K. Kt. third sq. 
giving check. , 

10. 

W. K. to his R. fourth square, and will ea- 
sily draw the game. 

Xfl) If the White were to play the King to Ins 
awn square^ the Black would win. — ex. — 

4. 

W. K. to his own square ; 

B. R. to the adversary's Q. B. second sq. 
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W. B. to its Q. R. fourth square ; 

B. R. to the adversary's Q« B. square, giv- 
ing check, 

W. B. interposes at its Q. square ; 

B. R. to the adversary's Q. Kt. or Q. R. sq, 

W. K. to his B. square ; . 

B. R. takes the B. &c. 



% 
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Method 4^ gifting Ckeck-maie with a Rook atid 
Bishop against a Rook. 



SITUATION, 

J?.' KL at his Q. B. square ; 

Q. R. at its Q. Kt. second square ; 
W. K. at the adversary's Q. B. third square; 

R. at the adversary's Q. R. third square. 

Q. B. at the adversary's Q. B. fourth sq. 

1. 

W. R. to the adversary's Q. R. square, giv- 
ing check; 
^. R. interposes. 

2. 

W. R. to the adversary's Q. R. second sq. 
S. R. to the adversary's Q. Kt. second sq. * 

3. 

FF. R. to the adversary's K. Kt. second sq. 
B. R. to the adversary's Q. second sq. 

4. 

W, Jl. to the ajdversary's K. B. second sq. 
S. R. to the adversary's Q. square* [or a] 
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W. R. to the adversary's Q. R* second sq. 
B. R. to the adversaryXQ- K^t. square, [ore] 

W. B. to its Q. R. third square ; 

S. R. to the adversary's Q. Kt. third square, 

lord] 

7, , 

W. B. to the adversary's Q. third square ; 
B. R, to the adversary's Q. B. third square, 

giving check. , 

B. . 
W. B. interposes at the adversary's Q. B« 

fourth square ; 
B. R. to the adversary's Q. Kt. third sq« 

W. R. to the adversary's Q. B. 'second sq, 

giving check ; 
B. K, to his Q^ Kt. square. 

10. 
W. R. to the adversary's K. second square ; 
]Bi. X. to his Q. R. square, 

11. 
W. R. to its K. fourth square; - 
B. R. to the adversary's Q. Kt second sq. 
or to the adversary's Q. Kt. square, or 
to its ovirn Q, Kt. second square. 
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12. 

W. R. to its fourth square, giving check ; 
JBk K, to his Q, Kt. square. 

13. 
W. B. to the adversary's Q* third sq. giving 

check; 
S. K. to his Q. B. square. 



' 


14. 


w. 


R. to the adversary's Q. R. square, giV' 




ing check ; 


B. 


R. interposes. 




15. 


W, 


R. takes it, and gives cheek-mate. 




\pra\ 

■i 

4. 




W. 





B. R. to the adversary's Q. third square. 

5. 
IT. R. to the adversary's Q. R. second sq. 
B. K. to his Q. Kt. square. 

' e. 

W. R. to its Q. R. fourth square ; 

J5. R. is compelled to play to the adversary's 

Q. B. third square, to prevent the B. 

from checking at the adversary's Q.^ 

third square. 
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W. ' R. to ite K. fourth square ; 
J?. Is compelled to take the B. wit^ his R. 
to avoid check-mate. 



w. 

B. 


4. . . • ■ 
R. to its Q. square. 

ijr 


W. 
B. 


o. 

B. to the adversary's K. Seconal sqnlare ; 
R. to its K, Kt. or K. R. square. 


W. 
B. 


6. 

R. to the adversary's K. B. fourth sq. 

K. to his Q. Kt. square. 

t 


W. 
B, 


7. .: 

B. to the adversary's Q. third sq. givii^ 

check ; 
K. to his Q. B. square. 


W. 


8. 
R. to the adversary's Q. Kt. fourt^ sq. &c^ 


B. 


[ore] • . ."■ • 
5. ' ■ ■ ■ 

j 

K. to his Q. K.t. square. • 
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6. 

W. R. to its Q. R. fourth square ; 

B. R. to the adversary's Q. B. square. 

. 7. 
W. R. to its K. fourth square ; 
B. Is compelled to take the Bishop with his 
Rook to avoid oheck-mate. 

W 

B. K. to his Q. Kt. square. 

7. 

W. R. to the adversary's K. B. second sq. 
B. K. to his Q. R. square. 

8. 

W. R. to the adversary's K. B. fourth sq. 
B, R. to its Q, K-t. second square. 

9. 

W. R. to its K, B. fourth square ; 

B. R. to the adversary's Q. Kt. third sq. 

10. 

W. R. to its Q. R. fourth sq. giving cljpck; 
B. K. to his Q. Kt. s<]^are. 



n 
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n. 

IT. B. to the adversary's Q third square, giv- 
ing check; 
B. K. to his Q. B. square. 

12. 
W. R. to the adversary's Q. R. square, giv- 
ing oh^k; 

B. R. interposes. 

13. 

W. R. takes it, and gives check-mate. 

[or e] 

9. 
W 

B. R. to its K. Kt. second square. 

10. 

W. R. to the adversary's K. B. square^ giv- 
ing check ; 
B. K. to his Q. R. second square.; 

11. 
W. B. to the adversary's Q. B. fourth square^ 

giving check; 
B. K. to his Q. R. third square. 

12. 

W. R. to the adversary's Q. R. square, giving 

check ; 

B. R. interposes. 

13. 

W. R takes it| giving check-mate. 
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An4)tier SihMtion^ in which a Rook und Bishop 
may win against a Rook. 

B. K. at his Q. R. square ; ^ 

R. at its Q, Kt. second square ; 

W.' K. at the adversary's^Qrif^ third square. 
R. at the adversary's Q. third square. 
Q. B. at the adversary's Q. R. fourth sq. 

' ■ . . 1- 

W. B. to the adversary's Q. Kt. third sq. 
B. R. to its Q. R. second ^. giving che^. 
(ora)^ 

W. K. to the adversary's Q. Kt. fourth sq. 

for, if he took the R. the Black K. 

would be stalq-mated. 
J3. R. to its K. R. gecond^square. , (or b) ^ 

3. 

W. K. to the adversary's Q. B. third square ; , 
jB. R. to its K. R. square. 

4. 
W. B. to the adversary's Q. P^ second sq, 
B. R. to its Ki Kt. square. . (or c) 

VOL. II. CO 
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5. 

W. R. to the adversary's Q. fourth square ; 
B. R. to its K. Kt. third sq. giving check. 

W. B. interposes ; 

B. R. to its K. Kt. second square. 

7. 
W. R. to the adversary's K, fourth square ; 
B* H« to itfs K^. B. second square. 

9. 
W. R. to the adversary's K. square, givin^^ 

check; 
B. K, to his Q. R. second square. 

». 
W. B. to the adversary's Q. B. fourth square, 

gpiving check; 
B. K, to his Q. R. third squarei 

10. 

W. R. to the adversary's Q. R. square, giv- 
ing checkt 

B. Is obliged to interpose the R. foid is 
pheck-mated next move. 

(fir a)^ 

1. 

T^... / 

B. R. to its Q. Kt. square. 
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2. 

W* ' B. to the adversary's Q, B. secon() «q. 
B. R. to its Q; B« square^ 

W. K. to the adversary's Q. Kt* third sq.- 
B. R. to its K. Kt. square^ 

4* 

W. R« to the adversary's Q4 fourth square; 
B. R. to its K. Rt. third sq. giving check. 

5. 

W. B. interposes at the adversary's Q. third 

square ; 
B. Is compelled to take the B. veith his R. 

(orb) 

2. 

W \ 

JB. R. to its Q. Kt. second square. 

3- 
W. K. to the adversary's Q. B. third square ; 
B. R. to its Q. Kt. square. 

4. 

W. R. to the adversary's Q. fourth square ; 
B. R. to its Q. Kt. second square. 

cc2* 
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W. R. tf> its Q. fourth square ; 
B. Loses in a few moves. 

(or c) 

4. 

w 

B. K. to his Q. B. seieond square. 

5. 
W. R. to its Q. fourth square ; 
B. R. to its K. R. third sq. giving check. 

6. 

W. B. inteiposes at the adversary's Q. third 

square ; 
B. Is obliged to take the B. 
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Method tjf urnming with a Queea againit ho&i 
Knights. 



SITUATION. 

JB. K. at the adversary's Q. fourth square ; 

K. Kt. at the adversary's Q. B. fourth sq. 

Q. Kt. at its. K. fourth square ; 
W. K. at his R. second square. 

Q. at the adversary's Q. R. square. 

W. K. to his Kt. third square; 

JB. K. to the adversary's Q. third square. 

W. Q. to thcJ adversary's Q. fourth sqtiare, 

giving check; 
JB. K. to the adversary's Q. B. third s<|uare; 

3. 

W. K. to his B. fodrth square ; 
JB. Q. Kt. to the adversary's Q. third squar^^ 
I giving check. 

4, 

Wi K, tokm B. ^hsrd square; 
A <J. Kt. to its K. fourth sq. givifig check. 

cc 3 
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5. 

Ws K. to his fourth square; 

B* R. to the adversiiry^s Q. Kt. third sq. 

6. 

W. K. to his Q. fourth square; 

S. K. to the adversary's Q. Kt. fourth sq. 

7. 
W. Q. to the adversary's Q. Kt. second sq. 

giving check; 
3. K. to the adversary's Q. R. fourth sq. 

8. 

IF. K. to the adversary's Q. B. fourth sq. 
B. K. to the adversary's Q. R. third square. 

9. 

W. Q. to her Kt. fourth sq. giving check ; 
B. R. to the adversary's Q. R. second sq. 

10. 
W. K. to the adversary's Q. fourth square. 
B. K. to the adversary's Q. R. square. 

11. 
W. Q. to her Kt. third square ; ^ 
B. Is compelled to move, and will lose one 
of his Knights. 
N. B. The Black has no chance of defend* 
ing his game, but by keeping his Knights ia 
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that situation in which they support each other; 
as soon as the White can compel him to aban« 
don that situation, the game is easily won. 
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Method of making a Drmjon Gams^lik botb 
Bishops against a Queen. 



SITUATION. 

jB. K. at his Kt. second square ; 

Q. B. at its K. Kt third square ; 

K. B. at its third square ; 
W. K. at his Kt. fouj^ square. 

Q. at her R. fottmi square. 

1. 

W. Q. to the adversary's Q. second square^ 

giving check ; 
B. K. to his B. square. 

2. 

W. Q. to the adversary's K. third square ; 
B. K. to his Kt. second square. 

3- 
W. K. to his B. fourth square ; 
B. Q. B. to its K. R. second square. 

4. 
W. Q. to the adversary's Q. second square^ 

living check; 
B. K.^o his Kt. third square. 
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a. 

W. Q. to the adversa^'s K. sq. ^Ving check ; 
B« K. to bis Kt. deccmd sqtiftre. 

6. 

IF. K. to his Kt. foiirth square ) 
B. Q. 6. to its R. Kt third sq«ftr6. 

1. 
W. Q. to the adversary's K. third square ; 
B. Q. B. to its K. R. second square. 

8. 
W. Q- to ^be adversary's Q. ^ecoiSfd is^. ^f-^ 

ing cheek ; 
B. K, to his Kt. third square. 

9. 

IT. Q. to tbe advefsafy's K. dq^dre, giving 

check ; 
B, K. to his Kt. second ^square. . 

10. 
W. K. to the adversary's R. R. fourth sq. 
B. Q. B. to its K. B. Ibttftb square, (a) 

IfT. Q. to the adversary's Q. Rt. fourth sq. 
B. Q. B. to its K. Kt. third sqtta*€r, giving 
^check.* 
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12. 

W. K. to his Kt. fourth square ; 

B. Q. B. ^gain retires to its K. R. second 
square, and the situation of the Black 
Pieces is precisely . similar to that in 
which they stood at the eighth move. 
If the playei^ of the 'Black eautiously 
pursue that system, it will be out of 
the power of the White to win the 
game. 

(a) If, instead of this mov^, he were to play 
his K. B. either to the adversary's Q. Kt. se- 
cond square, or to the adversary's Q. R. sq. 
he would lose the game. — ex. — 

10. 

W 

J9. K. B. to the adversary's Q. Kt. second 
square. 

11. 

W. Q. to the adversary's Q. second square, 

giving check ; 
J7. K. to his R. square. 

12. 

W. Q. to the adversary's Q. B. square, giving 

check ; 
B. Q. B. interposes at its K. Kt. square, {b) 
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13. 

W. K. to the adversary's K. Kt. third sq. 
jB. K. B. to its Kt. second square. 

14. 

W. Q. to her K. R. third sq. giving check ; 
B. Q, B. interpos^. 

15. 
W. Q. takes it and gives check-mate. 

(6) If Black should play his K. to his Kt. second sq. 
the White should check at the adversary'^B Q. Kt. second 
square^ by which move the K. B. is won. 
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